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Vve sink adr teeth ^ 
into Psygnosi^ 
stunning answer to 
Alone in The Dark! 


A sumptuous festive 
feast of top quality 
playable demos! 


It’s a Winter Wonderland! 

All the big Christmas games reviewed! 


The Shape of Things to Come! 

Massive preview of every game coming your way in ‘95! 


When is a PC not a PC? 

For the answer to this riddle, turn to page 23 
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"Inferno is a huge game, encompassing deep-space & planetary 
combat, with all the features of a top notch flight sim, but the feel & 
playability of an arcade game." C&VG 93% 

" Innovative, engrossing and massively huge!" PC Review 
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OCEAN SOFTWARE presents INFERNO THE ODYSSEY CONTINUES™ a science fiction game experience of enormous depth and awesome graphics 

AVAILABLE FOR PC & PC CD-ROM . GaME CONCEPT, DESIGN & PROGRAMMING BY DIGITAL IMAGE DESIGN. MUSIC BY A.S.F. PRODUCED BY OCEAN SOFTWARE LIMITED. 
© 1994 Ocean Software Limited. INFERNO THE ODYSSEY CONTINUES™ & TRACKING THE FUTURE'r^' are trademarks of Ocean Software Limited. 


Ocean Software Limited . 2 Castle Street . Castlefield . Manchester . m3 4lz 
Telephone: 061832 6633. Fax: 0618340650 














“Inferno is an Epic! - perfect game structure combine with fast action 
& amazing attention to detail." PC Home 9r/o 

"In the end Inferno does turn out to be the scorcher of a gome that 
has been promised... the graphics are just superb." CD-POM User 


Free Inferno Video 

Simply send in this page of the advert together with your name and 
address + a cheque or a postal order for £2.50 made payable to 
Ocean Software Ltd. to cover postage and packing. In return we will 
send you a stunning video that will show you Inferno in all 
its blazing glory + exclusive behind the scenes footage. Please allow up 
to 28 days for delivery. Mark your envelope Inferno Video Offer. 
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There are some great 
prizes to be won in our 
smashing Christmas 
compo! Turn to page 28 
, and enter NOW! . 
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~ Welcome to another fantastic issue of PC GAMES... 

although it’s not quite as fantastic as we hoped it’d be! If 
f I you recall last issue’s Next Month page, you’ll remem- 

l J her that we intended to have a complete game called 

Tube on our coverdisks, written specially for you by our 

chums at Bullfrog. 

Sadly, we’ve suffered the same problem that a lot of software companies do 
around this time of year - namely, slippage. Bullfrog have been so busy finish¬ 
ing off Magic Carpet and getting it ready for release, that they just couldn’t 
complete Tube in time to hit out tight coverdisk duplication deadlines. 

But never fear — Bullfrog are confident that they’ll have it ready in time for 
our next issue, just think of it as a late Christmas present. Trust us (or rather, 
trust the ace geezers at Bullfrog) - it’ll be well worth the wait. 

In the meantime, we’ll sure you’ll agree —- 

that there’s plenty to keep you amused on the 
coverdisks, whether you’ve got the HD or CD 
issue of PC GAMES. 

Have a good Christmas, and we’ll see you | I 

fit and well in the New Year! iHQB/ 


David Upchurch, 
Editor. 


6 Disks! 

No, buyers of the CD-ROM issue, that’s not a 
shiny frisbee. And no, buyers of the HD issue, 
those aren’t plastic mug mats. They’re your 
coverdisks — come this way if you want to 
know how to use them... 


16 News 

There’s some big news afoot this month that has 
got the whole software industry buzzing like a swarm 
of honey-crazed bees. Yes, PC GAMES has under¬ 
gone a staff change! Hold the front page! 




23 The REAL Thing? 

Although the PC has got more than its fair share of great games, that’s not 
to say that other machines haven’t got good stuff too. But how can you take 
advantage of it without busting the bank? 

51 Reviews 

This is where all the latest software is rounded up, herded into a big holding pen 
and then individually tagged with the special ‘PC GAMES TESTED’ branding iron. 
Yeee-haaaa! (as they say.) 

92 CD Updates 

Five minutes, girls! Dream Web and Soccer Kid take their places on the podium as 
Dean prepares to give them the final once-over. 

94 Budget Reviews 

An indispensible guide about what to do with the last few pounds of your precious 
Christmas money. 
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You are in a deep, dark cavern. There are exits: north and 
east. You see a mouldy copy of PC GAMES lying on the floor. 
If it has two high-density disks on the cover, go to page ii. If 
it has a CD-ROM on the cover, got to page 6... 


96 Yours... For Less Than A Fiver! 

Some seasonal Shareware to get you in a festive mood. Or not, as the case may be. 

98 Power Up! 

A wondrous jamboree of tips for you this month, including the first parts of complete 
solutions to Little Big Adventure and System Shock, a ‘How To Be A Git’ guide for 
Transport Tycoon and a player’s guide to the last two missions in Desert Strike. 

110 Dr Spanner’s Casebook 

Turning your poorly old 386 into a turbo-nutter 486 is not as hard or as expensive as 
you think. Doctor Spanner shows you the X-rays... 

112 The Troubleshooter 

Christina Erskine, AKA The Troubleshooter, talks at length about a load of 
old DOS. 

113 Letters 

The part of the magazine where we hand over control to you, the readers — 
and don’t we always regret it? 

114 Next Month! 

The same lies, fallacies, blatant untruths and false promises that you always get, 
with the odd fact thrown in. 


Under A Killing Moon.................88 

At last\ We’ve been waiting for this longer than — ooh, something 
we’ve had to wait a very long time for. But now it’s here and its finally 
finished. But is it any goodl There’s only one way to find out... 
















System Requirements! 

Most of these demos will run quite happily on a 386 
PC (minimum), with VGA, 4Mb of RAM, DOS 5.0 or 
greater, and a mouse. 

However, please note that All New World Of 
Lemmings requires SVGA, Cyberwar requires a double¬ 
speed CD-ROM drive, and Total Distortion requires 
SVGA and Windows 3.1. 


Novastorm 


Psygnosis 


You can tell that Christmas is coming - just 
look at all the lovely prezzies we’ve got for 
you on this month’s disks! HD owners get to 
sample the exquisite delights of Flight Of The 
Amazon Queen and All Hew World Of 
Lemmings. CD owners, on the other hand, get all 
that PLUS playable demos of Magic Carpet, 
Innocent Until Caught a, Novastorm, NASCAR 
Racing, Cyberwar, Delta V... the list goes on and on. 
Go and get stuck in. 

Getting started. 

• If you’ve got the HD Disk Edition of PC GAMES, then turn to page 11 to find out how 
to use them RIGHT NOW! 

• If you’re still reading, then I guess you’ve got the CD-ROM Edition of PC GAMES. To 
load or install each demo, first place the CoverCD in your CD-ROM drive and log onto 
it by typing Dx, ii, or whatever. 

Now type PCGAMES. A menu will appear - you select a demo by highlighting It 
with the up/down cursor keys and hitting SPACE. Any special Instructions are 
given in the 'Loading The Game...’ sections below. 


Flight of the 
Amazon Queen 

Renegade 

Renegade’s long awaited graphic adventure is almost 
upon us, so in celebration we have the EXCLUSIVE non-talk¬ 
ing demo of the game for your perusal, in this demo you 
play Joe King, the hero of the game, as he tries to escape 
from a locked hotel room. 


Loading The Ganie». 

just select FLIGHT OF THE AMAZON QUEEN from the . 
CoverCD menu! Easy-blummin’-peasyl 


Game Controls 

This is the same as the floppy demo so, 
for full instructions on how to play, turn to 
page 12 


If you were lucky enough to play Microcosm when 
it was released, you’ll already know that the 
Psygnosis boys and girls are capable of some pretty 
stunning graphics. And this reputation will doubtless 
be reinforced when you play this fully-playable demo 
of Novastorm shows. 

The demo is simple enough — just get from one 
end of the trench to the other, taking out just about 
everything you can. Along the way you’ll 
find all manner of pick-ups and extra 
weapons, which can be selected at any 


point. One word of warning, however — watch the 
floor and walls at all times, as colliding with them will 
take up some of your precious shield energy. 
Otherwise, have fun! 

Loading The Game... 

Simply select NOVASTORM from the CoverCD 
menu and you’re away! 



How To Play 




The game controls are all definable within the 
game, but for those who want to get up and go: 

A Up 

Z Down 

< Left 

> Right 

SPACE Fire weapon 

ENTER Select highlighted weapon. 


AU New World Of 
Lemmings 

Psygnosis 

The little green guys are back, and once again you have to try and get 
them to the exit - before they hurl themselves off a wall, onto spikes or 
down holes! 

Loading The Game... 

Select LEMMINGS 3 from the CoverCD menu! It’s as easy as that! 

Game Controls 

This is the same as the floppy demo so, for full instructions on how to 
play, turn to page 12 





























C disks ) 






Innocent Until Caught 2: 
Presumed Guilty 


Psygnosis 


Xmas 

Lemmings 

Psygnosis 

Okay, so you’ve played the All New World Of Lemmings 
demo, and it’s great. But no doubt some of you still fondly 
remember when the Lemmings used to be small. Well, those 
people will doubtless be delighted with this special fully- 
playable four-level demo, which sees our little friends in fes¬ 
tive mode. And what could be better at this time of year? 

Loading The Game... 

This demo needs to be installed to your hard disk before 
you run it — just select XMAS LEMMINGS from the CoverCD 
menu to do this. When prompted for the ‘Install From’ direc¬ 
tory, enter D:\XMAS, where D indicates your CD-ROM drive 
letter. Follow the on-screen instructions to play the game. 

Game Controls 

Oh come on, if you haven’t played Lemmings before, 
then you are in one hell of a minority. The objective is sim¬ 
ple: the Lemmings appear at one end of the screen, and have 
to be guided to the exit at the other end of the screen, by 
way of a set of control icons at the bottom of the screen. 

By clicking on one of icon, and then on a Lemming, you 
can give them spe¬ 
cial abilities, such 
as digging, bridge 
building or climb¬ 
ing. You only have a 
certain number of 
these abilities to 
give away, so the 
trick is to figure out 
how best to use 
them to get through 
each level. 


Those kind gents at Divide By Zero return very soon with 
the follow up to their marvellous Innocent Until Caught, and 
they’ve kindly provided us with an EXCLUSIVE playable demo 
of it! 

Innocent Until Caught 2: Presumed Guilty tells the tale of 
the interstellar master thief jack T. Ladd, who has been cap¬ 
tured by the Federation bounty hunter Ysanne Andropath. As 
in the full game, the player can play the game from the view¬ 
point of either the male character or the female character. The 
tasks that each character must complete are described at the 
beginning of the demo. 

Loading The Game... 

This demo needs to be installed to and run from the hard 
disk, and you’ll need about loMb spare for it. Don’t worry — 
just select INNOCENT UNTIL CAUGHT 2 from the CoverCD menu 
and we’ll do most of the hard work for you. 

Once it’s installed, you’ll need to set up the game to work 
with your sound settings — click on the relevant boxes to do 
this. Now log onto the game directory, which is C:\GUILTY by 
default, and then type GUILTY to run the game. 


Delta V 

us Gold 


Delta V is a race game set in some of the most dangerous 
trenches seen since the first Death Star run, and in this demo 
from US Gold you get to sample one of them. In your lone fight¬ 
er, you must zoom down the trench, avoiding all the obstacles in 
front of you, while taking out just about everything else on¬ 
screen. Have fun! 

Loading The Game... 

Select DELTA V from the CoverCD menu and, er, that’s it. 

Game Controls 

Delta V can be played with either the mouse or keyboard, 
using the cursor keys to replace the mouse directions. 


Game Controls 

The game is played with the mouse or cursor keys. The 
game screen is laid out in typical graphic adventure fash¬ 
ion, with the top-half the graphic window and the bottom- 
half your inventory and control icons. 

The mouse can be in any of six modes — TAKE, USE, 
MOVE, EXAMINE, TALK and HOLD - and these can be 
cycled through by clicking the right mouse button. 
Alternatively, you can switch between them by clicking on 
the relevant control icons, or by using the keyboard. 


Keyboard Controls 

SPACE 

Game control menu 

Cursor Keys 

Moves pointer 

RETURN 

Simulates left mouse button 

TAB 

Simulates right mouse button 

ESC 

Skip cutscenes 

■/= 

Scroll inventory up/down 

[/] 

Snap inventory to top/bottom 

A 

Arrange inventory 

M 

Move mode 

H 

Take mode 

U 

Use mode 

L 

Look mode 

T 

Talk mode 

0 

Operate current object held 

ALT-i-j 

Calibrate joystick 

CTRL-rj 

Joystick mode 

CTRL+M 

Mouse mode 

Fi 

Pause game 

FS/CTRL-t-X 

Quit game 


With the mouse, the left mouse button fires your cannons 
and the right mouse button fires homing missiles when you are 
given a lock on an enemy plane. 

In keyboard mode, the Space bar and ENTER key do the 
same respective jobs. If you find the game is running too slow 
on your machine, then change the system options on the menu 
at the start of the dem 


NASCAR Racing 

Virgin Interactive Entertainment 

Could this be the ultimate in racing games? Forget the Indy 500, NASCAR Racing is where the action really is, as this 
fully-playable demo clearly shows. You are given enough fuel to complete two complete laps of Talledega, and you’re 
running solo so you’re just out for the best lap times you can possible get. It’s easy as pie to play, so get going! 

Loading The Game... 

This demo is another one that must be installed onto your hard disk 
before you can run it — select NASCAR Racing from the CoverCD menu 
to do this. Now log onto the DXNASDEMO directory, and then type in 
NASDEMO-I to start playing. 

Game Controls 

The controls couldn’t be more straightforward. Use the left and 
right cursor keys to steer your car, the up cursor key to accelerate and 
the down cursor key to brake. In this demo, the gears are on automat¬ 
ic, so you don’t have to worry about them. What could be easier? 
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Creature Shock 

Virgin 

Virgin’s rendered epic is nearing completion at last, and it’s looking like 
it’s going to be a scorcher — and here’s a fully playable segment of the 
game for you to goggle atl The aim is simple enough - just work your way 
through the tunnels inside a huge organic asteroid, where only moments 
before you detected signs of life... 

How To Load 

The demo runs direct from the CD. so just select CREATURE SHOCK from 
the CoverCD menu to start playing. 


Game Controls 

The game is controlled with the mouse, 
and the mouse pointer changes on-screen to 
show the different controls. Moving the 
mouse to the top of the screen and clicking 
with the left mouse button moves you for¬ 
ward, moving it to the left of the screen and 
clicking with the mouse button moves you 
left, and so on. 

The Heads-Up Display can be in any of 
three modes to aid you in your quest. The 
basic, standard mode shows the direction 
pointer on screen. Pressing the Space bar 
brings up Targetting Mode, for when in com¬ 
bat, and clicking with the right mouse button 
enters Shield mode. 






Cyberwar 

SCI 

If you don’t think that this isone of the most impressive-look¬ 
ing demos you’ve ever seen, then you obviously need your eye¬ 
sight tested. Sales Curve Interactive have spent a very long time on 
the sequel to The Lawnmower Man, and it really shows. 

In this absolutely enormous demo, you have a choice of an 
interactive race through a tunnel called Cyberboogie, or a non¬ 
interactive look at other aspects of the game. 

Loading The Game... 

Select CYBERWAR from the CoverCD menu, and you’re one step 
away from watching something amazing. 

Game Controls 

The game is controlled with the cursor keys, pressing in the 
appropriate direction for each cutscene in the tunnel. For example, 
if you are heading towards a wall and the tunnel bends right, then 
you press right to get to the next tunnel segment. Remember that 
your Cybersteed is like a plane, in that pressing down makes you 
go up, and vice versa! 


Magic 

Carpet 

Bullfrog 


Dawn Patrol 

Empire Software 

Rowan Software have been perfecting their SVGA graphic 
engine for quite some time, and the results are outstanding — 
as you’ll agree once you play this demo of Dawn Patrol, their 
latest and greatest flight simulator. 

Loading The Game... 

Select DAWN PATROL from the CoverCD menu — the demo 
will now install to your hard disk. Once it’s finished, all you 
need to do is to log onto the C:\PATROL and type PATROL to 
get started. 

Game Controls 

It’s a standard flight simulator as far as controls go, in 
which the cursor keys point the aircraft and the Space bar fires 
your cannons. For a complete breakdown of the controls, as 
well as all sorts of other information, have a play with the inter¬ 
active book that forms part of the demo. 


Bullfrog’s 3D extravaganza is finally 
ready, and thanks to us you now have a 
chance to play it — free of charge! You are 
on a Magic Carpet, as the title suggests, 
and have to use your magic to take over an 
area of the globe. To do this, you need to collect magic 
balls and build a fortress, all the time looking out for 
dragons, bees and other would-be rulers. 

Loading The Game... 

IMPORTANT! Before trying to install the Magic 
Carpet demo, log onto your hard 
disk and type CDV Now log onto 
the CoverCD and select MAGIC 
CARPET from the CoverCD to 
install it onto your hard disk. 

Finally, log onto the C:\PCDEMO 
directory and type CARPET to 
start playing. 


Game Controls 

The game is controlled with the mouse and key¬ 
board. The mouse controls the direction your carpet 
points in, with the left and right mouse buttons firing 
different spells. The keyboard is used for most other 
controls. 


Keyboard Controls 

1-3 

Spacebar 

Change spell on 
left mouse button 

Rebirth 

Cursor Up 

Move forwards 

P 

Pause 

Cursor Down 

Cursor Left 

Move backward 

Move left 

Fi 

Brings up the 
help menu. 

Cursor Right 

Move right 

SHIFT-i-Q 

Quit 
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Address: 


Postcode: 


Send this coupon to:- Premier Muiti-Edit System™ 

Gremlin Interactive Limited, Carver House, 2-4 Carver Street, Sheffield S1 4FS, England. 


Available on: • Amiga 1200 , 500/600 
• PC 3 . 5 ” disk • PC CD-ROM 

Premier Manager 3 ©1994 Gremlin Interactive Ltd. 
All rights reserved. Gremlin Interactive Limited. 
Carver House, 2-4 Carver Street, Sheffield S1 4FS, England. 

Tel: (01141 275 3423. 


Premier Manager 3 is the only game exclusively compatible with the new Premier 
Multi-Edit System'T'^ the complete information editor AVAILABLE SOON 

‘You’ll never need another management game-.-ever!” 

Please send me my FREE Premier Multi-Edit System™ information pack. 


Name: 


Premier Manager 3 is the definitive football management game, 
and the climax to the most successful management simulation 
series in football history. 

A whole range of exciting new features have been added to the immensely popular Premier 
Manager interface, which now includes: 

• The European transfer market. • New match display feature and user definable tactics. 

• All the latest up-to-date squad listings. • All the key European and English competitions. 

• Three modes of in-match animation to help in game decision making. • New ‘Player Loan’ 
facility. • Assistant manager appointment. • Direct instructions to squad members. 

• Up to four independent scouts. • Squad strengthening loans. • Full graphic ground 
improvements. • Comprehensive match reports. • Detailed results and player/manager 
information service. • Manager of the month award. • Mid-season dismissal. 


This game 
is not a matter 


nf life A riesitli 


t’s much 
more important 
than that... 
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Hell 

GameTek 

Unfortunately, a gremlin removed the instructions for our Hell 
rolling demo, so just to keep everyone happy alt of the time, here 
are those instructions in full. If you missed last month’s CD, we’re 
running the demo this month too. Hooray! 

Loading The Demo... 

Hell needs to install to your hard disk, and you’ll need 26Mb 
free to hold it. If you’ve got that, select HELL for the CoverCD 
menu and then follow the on-screen prompts. Note that you must 
have a Sound Blaster or 100%-compatible soundcard fitted to 
hear sound, and it must be set to PORT 220, IRQ 5 and DMA 1. 


Total 

Distortion 

Mindscape 

This has to be one of the strangest ideas 
for a multimedia adventure game yet. You are 
a rock video producer trapped in another 
dimension, and you have to use your produc¬ 
tion skills to escape your trap and return to 
your own world. It’s a veritable festival of 
sound and vision, as this rolling demo clearly 
shows. 

Loading The Game... 

The demo runs from Windows, so boot 
your version of Windows, select RUN from the 
File menu, then go into the TD_DEMO directo¬ 
ry on your CD-ROM drive. Click on 
INSTALLEXE and, once it’s finished doing its 
thing, click on the TD DEMO icon. After that, 
just sit back and enjoy. 


Dominus 

us Gold 

us Gold are really going on the offensive when it comes to fantasy 
wargames, and Dominus could well be the best one yet. Take on the 
might of an Ore attack in this completely playable slice of tactical pie. 

Loading The Game... 

This demo needs to be installed onto your hard disk (you’ll need 
about 20Mb spare). Select DOMINUS from the CoverCD menu to get 
going. If you have problems, return to the C:\ prompt and enter: 

MD DOMINUS (to make a directory called DOMINUS), then enter: 
XCOPY D:\DOMINUS\* * C:\DOMINUS /S /V /W 
The Dominus demo will be smoothly installed onto your hard disk. 
Type DOM when in the DXDOMiNUS directory to start the demo. 

Game Controls 

The game is controlled with the mouse or cursor keys, and is icon 
driven for ease of use. Almost everything graphic can be clicked on, such 
as the members of your council who sit before you at the start of the 
game. Clicking on each of these reveals a text menu of the services they 
provide. All of the icons are self-explanatory. 
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Rise Of The 
Robots 

Mirage 


It’s had more front covers than Dave’s had hot 
dinners. It’s been in development for quite a long 
time. An interior designer has worked on the 
background graphics. It can only be Rise Of The 
Robots, the stunning rendered beat-’em-up that 
has to be seen to be believed. Here’s your chance 
to go one-on-one with a friend, for free! 


Loading The Game... 

Select RISE OF THE ROBOTS from the CoverCD 
menu, and then follow the on-screen directions. 

Game Controls 

It’s a beat-’em-up, controlled by player-defined 
keys, mouse, joystick or any combination of the 
three. All you need to do is cause as much damage 
to the opposition as possible. The best way to 
do this is to hold down the Fire button 
when making your move to generate 
more power in the attack, as indicat¬ 
ed by a power bar at the top 
of the screen. 
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DISKS! 


I Another fun-packed floppy festival this month, as 
’ PC GAMES proudly brings you an exclusive playable demo 
of Renegade’s Flight Of The Amazon Queen and a mammoth 
six-level slice of Psygnosis* All New World Of Lemmings! 

Loading Your Coverdisk... 



^ Requires ^ 
SVGA.qMbof 
RAM, mouse and 
DOS 5.0; 386 PC 


r Requires ^ 
2s6'Coiour VGA, 
4Mb of RAM and 
DOS 5 0:386 PC 
minimum. 


DISK 2 Tested for ALL known viruses! 


The green-haired scamps are back in their best game yet! There are SIX 
big levels of rodent-saving fun to enjoy In this fab fulty-playable demo! 


Indy lones meets Monkey Island in Renegade’s excellent new graphtc 
adventure! And now you can try it out in this HUGE fully-ptayable demo 


All New World Of Lemmings 


J_ It doesn’t get any easier than this. First carefully 
remove your PC GAMES HDs from the cover of the mag 
and then release them from their cellophane prison. 
Now insert the disk of your choice into your drive. 


2 _ Type A: (or B:, depending on the drive type) and 
then press the RETURN key to log onto your lavishly- 
crafted PC GAMES disk. 


3 _ Type the legend PCG and press the RETURN key. 
Choose the program you want to load using the 
UP/DOWN cursor keys. It’s as simple as that... 


Flight Of The Amazon Queen 

Renegade/Interactive Binary Illusions 


It is with great honour that we present this superb 
(and, we might add, EXCLUSIVE) fully-playable demo of 
Renegade/Interactive Binary Illusion’s excellent new 
graphic adventure. 

If you read our preview way back in Issue 1, you’ll 
already know that the game centres around the hilarious 
adventures of pilot-for-hire Joe King (geddit?). After accept¬ 
ing the job of flying film star Faye Russell into the heart of 
the Amazon for a photo shoot, hapless Joe gets embroiled 
in a crazy, ‘B-Movie’-style plot starring zombies, pygmies, 
Amazon women and mad scientists! The game looks like 
it’ll be a lot of fun — and you can get an idea of how much 
fun from this wonderful demo... 

At the start of the demo, you find yourself locked in a 
hotel room by your arch rival Anderson. Now all you have 
to do is find your way out of the room and then escape from 
the hotel! If you want a little hint to get you going, then 
why not have a look at the blankets and sheets in the cor¬ 
ner of the room — if used correctly they can get you out of 
(or should that be into?) a few holes... 

This is a demo of the floppy version of the game, so 
there’s music and sound effects only, but the CD-ROM ver¬ 
sion of the game will feature full speech! 


Loading The Game... 

This is as easy as pressing a few keys on your keyboard! 
Once you’ve installed the game onto your hard disk, log 
onto the C:\PCG\QUEEN directory and type QUEEN. 

You will now be asked which soundcard you wish to 
hear music on. Enter the number of your preferred device, 
and then sit back and join in the fun. 

Playing The Game 

Flight Of The Amazon Queen is a graphic adventure 
along the lines of the LucasArts series of games and, like 
them, it’s best played using a mouse. 


It’s Amazon! 

1 Open 

Opens the currently highlighted object. Click on this and 
then on an object to open it. 

2 Close 

just like Open, this one closes objects. Once again, just 
click on this and then the intended item. 


To guide joe around, point at a location 
and click with the left mouse button. If you 
move the pointer over an object, a possible 
action that you can perform on it will be sug¬ 
gested in the black bar between the main 
graphic window and the icon panel — click 
with the right mouse button to select it. You 
can also perform actions on objects by selecting icons from the 
menu panel — see the ‘It’s Amazon!’ panel for more. 

if you don’t have a mouse (shame on you!), the game can 
be played using the keyboard — although it’s slightly fiddlier. 
Move the pointer using the cursor keys, and press CTRL to 
make Joe walk or ALT to select the suggested action. To 
choose another action, press the key corresponding to the 
action’s initial letter, i.e. ‘U’ for USE or‘T’ for TALK TO, and 
then select it by pressing CTRL. 

Finally, you can skip the animations by pressing ESCape, 
restart the demo by pressing F5, and quit to DOS by pressing 
Fio. Oh, and have fun! 


3 Move 

Allows you to push things around. Click on this and 
then on an object to move it. 

4 Give 

This is really obvious, isn’t it? Click on this and then an 
item to give it to someone. 

5 Look At 

How simple do you want this? If you 
want to look at something, you use this. 

6 Pick Up 

Lets you put somethingthat you find 
in your pockets, without paying for it if 
absolutely necessary. 

7 Talk To 

A good conversation starter — 
select from the speech options by 
clicking on them. 

8 Use 

Combine two objects to make some¬ 
thing new. Use the format USE (Object A) 

WITH (Object B). 

9 inventory 

This strip of boxes shows what you 
are currently carrying. The two arrows on 
the left allow you to scroll through the 
entries. 
















































ALERT! ALERT! 

My disk is fauity! 

Due to the massive number of disks duplicat¬ 
ed, the odd one might be a touch faulty. If 
you’re unlucky enough to get one of these, 
don’t despair because help is at hand. 
Whatever you do DON’T SEND THEM TO US! 
Simply send them off to the following address 
with an SAE for 28p: 

PC GAMES Bodged Disks, 

Diskxpress, 

Unit 7, Willow Court, 

Bourton Industrial Park, 
Bourton-on-the-water, 

Gloucestershire GL54 2HQ. 

If you think you can solve your problems over 
the phone, try calling the disk helpline on 
(0451) 810788. The helpline is open between 
3pm and 5pm on weekdays. 


Block 

The selected 
Lemming will 
stand still with 
both arms raised, 
stopping any 
other Lemmings 
from walking 
past. 


lump 

Makes the select¬ 
ed Lemming jump 
— just right for 
getting past holes 
in the ground. 


Use 

After a Lemming 
has collected a 
tool, this icon will 
let them use it. 
The red bar below 
the icon indicates 
how many times 
you can use the 
tool. 


Making A Boot Disk 

If you’re having problems running any of this 
month’s floppy games try making a boot disk. 
Take a freshly formatted floppy disk, slap it 
into the disk drive (I’ll assume it’s drive A for 
the moment) and type: SYS A:. The system 
files will be transferred and within seconds 
you’ll have a boot disk on your hands. 

All you then need to do is leave the floppy in 
the disk drive, reset your machine and finally 
try loading the game again. Don’t take the disk 
out of the machine as it boots up because you 
want the PC to read the information from the 
floppy rather than the hard disk. 


What the.., HELP! 

The Clue! and Fighting Tigers both require 4Mb 
of Expanded (EMS) memory to run and both of 
them require at least sSoK of free base memo¬ 
ry. If you have this, not Extended memory 
(XMS), they shouldn’t cause you any problems 
whatsoever. 

• These demos do not work under 
Windows and may not be compatible with 
DoubleSpace, QEMM 386 or Stacker disk com¬ 
pression software. Ignore at your peril! 


Walk 

Makes the high¬ 
lighted Lemming 
walk if they are 
currently doing 
something else, 
or changes their 
direction if they 
are already walk¬ 
ing. 


Drop 


If a Lemming is 
carrying a tool, 
this makes them 
to drop it. 
Remember that 
Lemmings can 
only carry one 
type of tool at a 
time! 


The Fine Print Bit... 

The PC GAMES coverdisks are rigorously 
checked for viruses, but coverdisks are used at 
the reader’s own risk. PC GAMES can accept no 
responsibility for damage to either data or 
hardware caused by using the coverdisks. 

PC GAMES and its retailers are not liable 
for any unnotified changes to the contents of 
the coverdisks which may occur. 


Accelerate 

If you are fed up 
waiting for your 
Lemmings to get 
from A to B, click 
on this icon to 
speed up time. 


Timer 

This dial shows 
you how much 
time you have left 
to complete the 
level. 


Pause 

‘Paws’. Pauses 
the game. What 
else? 


Nuke 

That old favourite 
— this explodes 
all the Lemmings 
and returns you 
to the main menu 
screen. 


All New World Of 

Lemmings 

Psygnosis/DMA Design 


Can there really be anyone who didn’t get caught up in the 
Lemmings phenomenon? Well, yes actually. There were people 
who didn’t find it colourful enough, or who didn’t like the tiny 
character graphics. There were even people who weren’t into the 
fact that you could only actually play Lemmings in blue dresses. 

In an attempt to please those people, Psygnosis and DMA 
Design have crafted an all-new world of Lemmings, where the lit¬ 
tle guys dress up in costume and work their way through a 
plethora of exciting levels. 

That’s why, just for you, we bring you this fully-playable 
demo version of the upcoming release. The aim of the game is 
much the same as before — the Lemmings drop from a chute in 
one part of the level, and you have to guide them over walls, 
down cliffs, around traps and through solid rock if necessary to 
reach the exit in another part of the level. Can you save all the 
Lemmings? 

There are six levels to enjoy, but sadly no music or sound 
effects — if you find this annoying, just stick a tape of‘How Much 
Is That Doggy In The Window?’ as played by the London Kazoo 
Band on your stereo. You won’t have to do this with the final 
game, of course... 


Loading The Game... 

Once you’ve installed the game onto your hard disk, 
all you need to do is go into the C:\PCG\LEMMING directo¬ 
ry and type L3 to load and run the game. 


Game Controls 

The game is controlled with the mouse, and is a dod¬ 
dle to play. On the main menu screen, click on any of the 
three Lemmings characters sitting around the ark to go 
straight into an ‘easy’ level. However, if you fancy a chal¬ 
lenge, click on the door at the back of the ark to go to 
another menu screen — now click on any of the three 
islands to play a ‘tough’ level. 

On the main game screen, you are faced with a row of 
icons along the bottom of the screen. Select the icon you 


wish to use, and then click on the Lemming you wish to apply 
it to. See the ‘Lemming At ‘Em!’ panel to find out what all the 
icons do. 

As you’ll see, in All New World Of Lemmings you don’t 
have ‘skills’ any more. Instead, there are little red crates lying 
about containing tools which the Lemmings can pick up and 
use. If you want to see what all the tools do, press ‘D’ while on 
the main menu screen to have a look at the demo level. 

If you get a bit confused about which tools you’ve picked 
up and which Lemmings have got them, press the right mouse 
button. This will let you cycle through all the tools in your pos¬ 
session, and the Lemmings carrying them will be highlighted 
on-screen (their hair or backpacks will turn bright red!). 

To restart a level press ESCape, and to quit back to DOS 
click on the trapdoor on the deck of the ark on the main menu 
screen. 


Lemming At ‘Em! 































You lower yourself into your cockpit knowing that the annihilation 
of Krellan life is little reward for the millions of your race whe 
have been "harvested". You have hatred in your heart and become 
driven by one compulsion.... 

retribution /,retri’bju:/(G)n/ n. requital usu 
for evil done; vengeance. 

• Over 100 MB of animation and digitised speech (CD version oniy). 

• Logi-scape real time landscape generating technoiogy 

incorporating new "Deep horizen" format. 

• 11 major campaigns (7 on 3.5" disk) each with 4 highly 

strategic missions. 

• 6 training missions to enhance performance. 

• Superior artificiai intelligence of the Krellan enemy. 

• Exclusively commissioned musicai score. 

• Stunning range of in game SFX. 

• Box artwork by Kevin Walker 2000 AD/JUDGE DREDD. 


Gremlin 


© 1994 Gremlin Interactive Limited, Carver House, 2-4 Carver Street, Sheffield SI 4FS, England. 















FIELDS OF GLORY 

16.99 


SIM CITY 2000 

26.99 OR 31.99 cd 


COLONISATION 

29.99 


LEMMINGS 2 

9.99 


CHAMP MGR COLL. 

13.99 


MS - ENCARTA BENEATH A STEEL SKY SYSTEM SHOCK 

74.99 CD 26.99 OR 27.99 CD 28.99 29 


UFO FIFA INT. SOCCER 

.99 DISK OR CD 26.49 OR 25.99 CD 


IMPOKTANT - PLSASl NOTt 

Ic = CGA (Colour Graphics Adaptor) 

Ie = EGA (Enhanced Graphics Adaptor) 

Iv = VGA (Video Graphics Array) 

ISV = Super VGA 

'286/386 = Min machine requirement 
!• = NEW Item 

I MB = Minimum requirement ot RAM 
I HD = High Density 
I DUAL = 3.5 " & 5.25" disks 
1 RATED 18 - We only accepted taxed or postal 
.orders. Please sign and state ' I am over 18 “ 
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..29.99 
..29.99 
.,11.99 
,.14.99 
..26.99 

ALADDIN V/386/2MB .20.99 

ALONE IN THE DARK 2 V/386/2MB .25.99 

ALONE IN THE DARK H/D V/256C/386 .16.99 

ARCADE POOL V/386 .12.99 

ARCHER MACLEAN'S POOL V/256 7.99 


1942 - PACIFIC AIR WAR V/386/2MB 
1944 -ACROSS THE RHINE V/386 . 

A-TRAIN E/V/386 . 

A.T.A.C. H/D V/286 . 

ACES OF THE DEEP V/386 


..23.49 

21.99 
..24.99 

26.99 

17.99 

20.99 

14.99 


AWARD WINNERS 3 

(CIVILISATION, ELITE 2, LEMMINGS) V/386 • 23.99 
AWARD WINNERS GOLD 
(SENSIBLE SOCCER. ELITE. JIMMY 

WHITES SNOOKER, ZOOL) V/386 . 

BADDIEL & SKINNER - FANTASY MANAGER V/286 

BATTLE ISLE 2 V/386 . 

BENEATH A STEEL SKY V/256C/386 . 

BREAKTHRU V/386 . 

BURNTIME V/486 • . 

CANNON FODDER V/386 . 

CANNON FODDER 2 V/386/2MB .23.49 

CHAMPIONSHIP MANAGER 93/94 

(END OF SEASON DATA DISK) V/386 .13.49 

CHAMPIONSHIP MANAGER 93/94 V/386 9.99 

CHAMPIONSHIP MANAGER COLLECTION 

(93/94 + UPDATE DISK) V/386 .13.99 

CHAMPIONSHIP MANAGER ITALIA - 

UPDATE DISK V/386* .18.49 

CHAMPIONSHIP MANAGER ITALIA 93/94 V/386 19.99 

CIVILISATION E/V/286 22.99 

CLASSIC COLLECTION - ACCESS V/386 • 

(LINKS GOLF, BOUNTIFUL, FIRESTONE, 

BAYHILL, PINEHURST) .16.99 

CLASSIC COLLECTION - DELPHINE V/386 • 
(FLASHBACK, CRUISE FOR A CORPSE, ANOTHER 
WORLD. OPERATION STEALTH. FUTUREWARS) ...19.49 
CLASSIC COLLECTION - LUCAS ARTS V/386 • 
(MONKEY ISLAND, INDY JONES & THE LAST 
CRUSADE, LOOM, MANIAC MANSION, 

ZAK MCKRACKEN) .19.49 

CLUB FOOTBALL-THE MANAGER V/386 ...21.99 

COLONIZATION V/386/4MB .29.99 

COMBAT CLASSICS 3 V/386* 

(HISTORYLINE. CAMPAIGN, GUNSHIP 2000) 23.99 

CRUISE FOR A CORPSE V/286 11.49 

CYBERRACE V/386/4MB .12.99 

D-DAY (IMPRESSIONS) V/386 .24.99 

DAVID LEADBETTER’S 30 GOLF V/256C/386/2MB ., .9.99 

DAY OF THE TENTACLE V/256C/286 18.99 

DELTA V H/D V/256C/386/2MB .29.99 

DESERT STRIKE V/386 .21.99 

DETROIT V/386 .24.99 

DOOM1 (GAME OF THE YEAR) V/386/4MB ...24.99 
CAN BE PLAYED BY UP TO 8 PLAYERS ON A 
NETWORK OR ON TWO PC's CONNECTED BY 
NULL MODEM CABLE (SEE LEADS) 

DOOM 1 DATA DISK VOL 1 V/386/4MB .9.99 

DOOM 1 DATA DISK VOL 2 V/386/4MB .9.99 

DOOM 1 DATA DISK VOL 3 V/386/4MB .9.99 

DOOM 1 DATA DISK VOL 4 V/386/4MB .9.99 


MICROSOFT FLIGHT SIM 5 E/V/SV/386/1 MB ...32.99 
MICROSOFT SPACE SIMULATOR, V/386/4MB 32.99 

MONOPOLY EA//286 .22.99 

MORTAL KOMBAT V/386 19,99 

NASCAR V/386/2MB 26.49 

NHL ICE HOCKEY *94 V/386/2MB.26.99 

ON THE BALL - LEAGUE EDITION V/386 .21.99 

ON THE BALL - WORLD CUP EDITION V/386 21.99 

ONE STEP BEYOND S/SV/286 .5.99 

OUT POST V/256C/486 26.99 

OVERLORD V/486 .29.99 

^ PATRICIAN V/256C/386/4MB 12.99 

ii PGA TOUR GOLF C/EA//286 11.99 

PINBALL FANTASIES H/D V/386 .23,99 

PIRATES GOLD V/256C/386 13.99 

POLICE QUEST 3 E/V/386 .12.99 

POPULOUS & SIM CITY C/EA//286 .18.99 

POPULOUS 2 V/286 11.99 

PREMIER DIVISION MANAGER E/V/386 .8.99 

PREMIER MANAGER H/D V/286 6.99 

PREMIER MANAGER 2 V/386 7.99 

PREMIER MANAGER 3 V/386/2MB •.21.99 

PRINCE OF PERSIA C/EA//286 10.99 

PRIVATEER H/D V/256C/386/4MB/NDS 22.99 

PSYCHO PINBALL V/386 • .21.99 

QUARANTINE V/486/4MB* .24.49 

RAILROAD TYCOON E/V/286 9.99 

RAILROAD TYCOON DELUXE V/SV/386 .26.99 

RAVENLOFT V/386/4MB .29.99 

RED BARON H/D V/256C/286 .11.99 

RISE OF THE ROBOTS V/386/4MB • 29.49 


RORKE'S DRIFT EA//286 .8.99 

SAM & MAX HIT THE ROAD V/386/2MB .18,99 

SCRABBLE (US GOLD) E/V/286 .19.99 

SEAL TEAM V/386 9.99 

SECRET OF MONKEY ISLAND V/256C/286 ...12.49 
SECRET OF MONKEY ISLAND 2 V/256C/286 12.99 

SECRET WEAPONS OF THE LUFTWAFFE E/V/386 12.99 

SENSIBLE SOCCER V/256C/286 5.99 

SENSIBLE SOCCER - INTERNATIONAL V/386 15,49 


COMBAT CLASSICS 3 

(HISTORYLINE, CAMPAIGN, GUNSHIP 2000) V/386 • ...23.99 

CYCLEMANIAV/386/2MB* .26.49 

DARK FORCES V/486/4MB • .36.99 

DARK LEGIONS V/256C/386 .23.99 

DARKSUN-SHATTERED LANDS V/256C/386/2MB 29.99 

DAWN PATROL V/386/2MB.29.99 

DAY OF THE TENTACLE V/256C/286/2MB .26.49 

DESERT STRIKE V/386 .21.99 

DISCWORLD V/386/2MB 33.49 

DOOM 2 V/386/4MB . 36.99 

DRACULA UNLEASHED V/256C/386.30.99 

DUNGEON MASTER 2 V/386/2MB.27.99 

EARTH SIEGE V/386/2MB •.28.99 

ELITE 2 (FRONTIER) H/D E/V/386/2MB/NDS ...14.99 

F15 STRIKE EAGLE 3 V/386/2MB .13.99 

FABLES & FIENDS PART 2 V/256C/386/2MB ...25.49 

FALCON GOLD V/386/4MB .29.99 

FIFA INTERNATIONAL SOCCER V/386 .25.99 

GABRIEL KNIGHT V/256C/386/4MB .29.99 

GOBLINS 2 V/286 .29.99 

GREAT NAVAL BATTLES 2 V/386/2MB.26.49 

GREMLIN COMPILATION VOL 1 
(ZOOL, LOTUS 3, NIGEL MANSELL'S) V/386 ...16.99 
HEIMDALL 2 - BANE OF ASGARD V/386/2MB 23.99 
INDIANA JONES FATE OF ATLANTIS V/256C/386 ...26.99 

INFERNO V/486/4MB.33.99 

INTERPLAY TENTH ANNIVERSARY ANTHOLOGY 
(OUT OF THIS WORLD, STAR TREK - 25TH 
ANNIVERSARY, CASTLES, LORD OF THE RINGS, 
BATTLECHESS, DRAGON WARS, WASTELAND, 

BARD'S TALE, TASS TIMES, MINDSHADOW) V/286 33.99 
.28.99 


SETTLERS E/V/386 

SILENT SERVICE 2 E/V/286 . 

SIM CITY 2000 SV/386/4MB. 

SPACE HULK H/D V/386 . 

SIM CLASSICS 3 IN 1 E/V/286/2MB 
(SIM CITY CLASSIC, SIM LIFE, SIM ANT) 


,.24.99 

.11,! 


SPACE LEGENDS 

(WING COMMANDER, MEGATRAVELLER. 

ELITE PLUS) H/D E/V/286 11.99 

SPEAR OF DESTINY (WOLFSTEIN 3D) V/256C/386 9.99 

SPEEDBALL 1 & 2 V/286 .9.99 

SPORTS MASTERS E/V/386 

(PGA GOLF, INDY 500, ADVANTAGE TENNIS, 

EUROPEAN CHAMPIONSHIP’S 1992) .11.99 

STAR TREK 2 - JUDGEMENT RITES V/256C/386 29.99 

STREETFIGHTER 2 V/256C/286/1 MB .11.49 

STRIKE COMMANDER DATA DISK .12.99 

SUB WAR 2050 V/386 .29.99 

SUPER STREETFIGHTER 2 V/386 .22.49 

SYNDICATE V/256C/386/4MB .28.99 

SYSTEM SHOCK V/386/4MB 28.99 

TACTICAL MANAGER - ENGLISH LEAGUE EA//386 23.99 

TERMINATOR RAMPAGE V/386/4MB .26.99 

TFXV/386/2MB .29.99 

THE GREATEST E/V/386 

(SHUTTLE, LURE OF THE TEMPTRESS, DUNE) 14.99 

THEME PARK V/386/4MB 28.99 

TIE FIGHTER V/486/4MB.29.99 

TIE FIGHTER DATA DISK- 

DEFENDER OF THE EMPIRE V/486/4MB • ...15.49 

TORNADO V/386/1 MB .27.99 

TRANSPORT TYCOON V/386/4MB .29.99 


ULTIMA 8-PAGAN V/386/4MB 19.49 

ULTIMA UNDERWORLD 2 V/256C/386/2MB ...26.99 

VITAL LIGHT V/386 .18.99 

WACKY WHEELS 3D V/386/4MB • 24.49 

WING COMMANDER ARMADA V/386/2MB ., .26.49 

WOLFSTEIN 3D V/386 15,99 

WORLD CUP YEAR 94 V/386 
(GOAL. CHAMPIONSHIP MANAGER 94 + 

DATA DISK, STRIKER, SENSIBLE SOCCER) ...17.99 


X-WING H/D V/256C/386 . 

X-WING DATA DISK (B-WING) V/256C/386 
X-WING DATA DISK (IMPERIAL PURSUIT) 


DOOM 2 V/386/4MB 32.99 

EARTH SIEGE V/386/2MB • .26.49 

ELITE 2 (FRONTIER) H/D E/V/386/2MB/NDS ,,.14.99 

ELITE PLUS E/V/286 .5,99 

EYE OF THE BEHOLDER (SSI) EA//286 .12.49 

EYE OF THE BEHOLDER 2 V/256C/286 .12.49 

EYE OF THE BEHOLDER 3 V/256C/386/2MB ...12.99 

F14 FLEET DEFENDER V/386/4MB .29.99 

F15 STRIKE EAGLE 3 V/256C/386/2MB.13.99 

FIELDS OF GLORY V/256C/386/2MB 16.99 

FIFA INTERNATIONAL SOCCER V/386 .26.49 

FORMULA 1 GRAND PRIX V/286/1MB .14.99 

GOAL V/286 .8.99 

GRAHAM GOOCH WORLD CRICKET H/D V/286 21.99 

GREAT NAVAL BATTLES 2 V/386/2MB .26.99 

GREAT NAVAL BATTLES V/386/2MB 11.99 

GUNSHIP 2000 V/286 .14.99 

HEART OF CHINA V/386/2MB .12.99 

HEXX V/386 23.99 

HOKUM (WEREWOLF) KA-50 V/386/2MB .26.99 

INDIANA JONES FATE OF ATLANTIS V/256C/386 ... 18.99 
INDY CAR RACING H/D V/386/2MB .19.99 

INDY CAR RACING TRACK DATA DISK H/D ...13.99 icAxinM cmtc i 

ISHAR 2-LEGIONS OF CHAOS V/256C/386 ...11.49 (CIVILISATION, ELITE 2, LEMMINGS) . 

KING’S QUEST 7 V/486/4MB • .26.49 BADDIEL & SKINNER - FANTASY MANAGER V/286 

KINGMAKER H/D EA//386 .25.99 BATTLE BUGS V/386 • . 

KINGS QUEST 5 V/256C/386/2MB .14.49 BATTLE ISLE 2 V/386/4MB 

LEISURE SUIT LARRY 3 E/V/386 .11.99 

LEMMINGS C/E/V/286 (DUAL) .9.49 

LEMMINGS 2 H/D V/286 9.99 

LINKS 386 PRO H/D V/256C/SV/386/2MB .29.99 

LION KING V/386 20.99 

UTIL DIVIL V/256C/386 24.99 

LODE RUNNER (WINDOWS) V/386 • 23.99 

LORDS OF THE REALM V/386 .24.99 

LOTUS 3 - H/D V/256C/286 .22.99 

MASTER OF MAGIC V/386 .29.99 

MASTERS OF ORION V/386/2MB .29.99 

MICRO MACHINES V/386 19.99 


..28.99 

..16.49 

..15.49 


KING’S QUEST 7 V/486/4MB •. 

KING’S QUEST COLLECTION 

(KING'S QUEST 1 TO 6) V/386/4MB • .29.49 

LANDS OF LORE V/386/4MB .29.99 

LAWNMOWERMAN V/256C/386/2MB .29.99 

LEISURE SUIT LARRY 6 V/256C/386/2MB .26.49 

LEISURE SUIT LARRY COLLECTION 

(VERSIONS 1 TO 5) V/386 .29.99 

LEMMINGS 1 & 2 EA//286.19.99 

LITIL DIVIL V/256C/386. 17.99 

LITTLE BIG ADVENTURE V/486/4MB •.33.99 

LORDS OF MIDNIGHT V/386/2MB.23.99 

LOST EDEN V/386/4MB . 29.99 

MAGIC CARPET V/486/4MB* .... 33.99 

MAN UTD PREMIER LEAGUE CHAMPIONS V/386 ...20.99 
MASTER OF MAGIC V/386* .... 28.99 

MEGA RACE V/256C/486 . 26.49 

METALTECH V/486 *. 28.99 

MR SLOBBY V/386. 14.49 

MYST (WINDOWS) V/486/4MB . 32,99 

NASCAR V/386/2MB . 26,99 

NEW WORLD OF LEMMINGS V/386 .25.99 

OUT POST V/256C/486. 31.99 

PGA TOUR GOLF 486 V/486/4MB .34.49 

PINBALL DREAMS DELUXE V/386/4MB .23.99 

PINBALL ILLUSIONS V/386/4MB .23.99 

POLICE QUEST 4 V/256C/386.... 29.99 

PRIVATEER V/256C/386/4MB .... 33.99 

REBEL ASSAULT V/256C/386/4MB .31.99 

RISE OF THE ROBOTS V/386/4MB *.31.49 

RISE OF THE TRIAD V/486/4MB •.29.99 

(CAN BE PLAYED BY UP TO 20 NETWORKED PLAYERS) 

ROBOCOP 3 & DUNE E/V/286 .15.99 

SAGA OF ACES 

(RED BARON + D/D, ACES OF THE PACIFIC 

D/D, ACES OVER EUROPE) V/386/2MB .29.99 

SAM & MAX HIT THE ROAD V/256C/386/4MB...26.99 

SIM CITY 2000 DATA DISK SV/386/4MB *.31.99 

SIM CITY 2000 SV/386/4MB.31.99 

SIM CITY ENHANCED V/256C/386.34.99 

SIMON THE SORCERER H/D V/256C/386 .27.99 

SPACE HULK H/D V/386 .33.99 

SPACE QUEST COLLECTION 

(SPACE QUEST 1 TO 5) V/386/4MB * .29.49 

SSN SEAWOLF V/386/4MB .29.49 

STAR TREK ■ 25TH ANNIVERSARY E/V/256C/386/2MB 34.99 
STAR TREK ■ THE NEXT GENERATION V/486/4MB 31.99 

STONE KEEP V/256C/386/2MB * .33.99 

STRIKE COMMANDER V/256C/386/4MB .32.49 

SUB WAR 2050 V/256C/386.29.99 

SUPER ARCADE GAMES. 

OVER 100 OF THE BEST ARCADE GAMES ON 
ONE COLLECTION CD, INCLUDES DOOM, DUKE 
NUKEM II, EPIC PINBALL. JETPACK, SPEAR OF 
DESTINY PLUS MANY MORE WELL KNOWN 
TITLES V/386 .19.99 


BIG GREEN DISK, A COMPLETE CD-ROM DEVOTED TO THE 

ENVIRONMENT V/386/4MB . 

CLIPART HEAVEN 1. THOUSANDS OF 300+ DPI HI-RES GRAPHIC 
IMAGES FOR USE IN YOUR OWN CREATIONS AND DESIGNS. 

FORMATS INCLUDE PCX, TIFF, CDR AND BMP (MONO) .19.99 

CLIPART HEAVEN 2. OVER TEN THOUSAND 300+ DPI HI-RES . 28.99 

COMPLETE WINDOWS SET CD (COLLECTORS EDITION). HUNDREDS 
OF EXCELLENT GAMES, UTILITIES, AND APPLICATIONS, MANY VERY 
PROFESSIONAL PROGRAMS, VOICE RESPONSE MENU SYSTEM 

TALKS YOU THROUGH. V/386 .19.99 

EAGLE EYE MYSTERIES CD (4-11). GRAPHIC/EDUCATIONAL 

ADVENTURE ENHANCED FOR CD. V/386/4MB . 

GHOSTS. AN INCREDIBLE INTERACTIVE EXPERIENCE STARRING 

CHRISTOPHER LEE. V/386 .29.99 

ITN WORLD NEWS 1993. A COMPLETE LOOK BACK AT THE YEARS 
NEWS, VIDEO FOOTAGE, AUDIO REPORTS, PICTURES AND MAPS. 

FREE ITN WORLD NEWS 1992 WHILE STOCKS LAST V/256/486/4MB 29.99 
KLIK AND PLAY ENHANCED FOR WINDOWS (ALL AGES). CREATE 
BRILLIANT GAMES IN JUST A FEW MINUTES. ENHANCED CD ROM 

VERSION V/386/4MB * .31.99 

MARIO IS MISSING CD (ALL AGES). GEOGRAPHY GAME V/256C/386 ...19.99 
MICROFRENCH CD (8 TO ADULT). WITH SPEECH AND VIDEOS. 

COMPLETE WITH GCSE PHRASE BOOK V/386/4MB .26.99 

MICROSOFT ART GALLERY FOR WINDOWS W1N3.1/386/4MB/HD 39.99 
MICROSOFT BOOKSHELF FOR WINDOWS WIN3.1/386/4MB/HD 74.99 
MICROSOFT CINEMANIA FOR WINDOWS W1N3.1/386/4MB/HD . ..39.99 
MICROSOFT DANGEROUS CREATURES FOR WINDOWS V/386/4MB 39.99 

MICROSOFT DINOSAURS FOR WINDOWS V/386/4MB 39.99 

MICROSOFT ENCARTA FOR WINDOWS. HUGE ENCYCLOPEDIA 
WITH TEXT, GRAPHICS, PHOTOGRAPHS, MAPS, MOVIES AND 

SOUND. POWERFUL SEARCH. WlN3,1/386/4MB/HD.74.99 

MICROSOFT MUSIC 

- BEETHOVEN FOR WINDOWS. V/386/4MB .39.99 

-MOZART FOR WINDOWS. V/386/4MB.39.99 

-SCHUBERT FOR WINDOWS. V/386/4MB.39.99 

- STRAUSS FOR WINDOWS. V/386/4MB 39.99 

- STRAVINSKY FOR WINDOWS. V/386/4MB 


csc cirjKiir^Miis 


11THHOUR (RATED 18) V/256C/486/4MB ...36.99 

1942 - PACIFIC AIR WAR V/386/2MB .29.99 

ACES OF THE DEEP V/386. .26.49 

ARMOURED FIST V/386/4MB .29.99 

AWARD WINNERS 3 V/386 . 


SYNDICATE V/256C/386/4MB.32.49 


.23.99 
21.99 
..26.49 
.,29.99 

BENEATH A STEEL SKY V/256C/386 27.99 

BETRAYAL AT KRONDOR V/256C/386 .31.99 

BITMAP BROS COLLECTION 

(GODS, MAGIC POCKETS, SPEEDBALL 2, 

XENNON 2, CADAVER) V/386 - 22.49 

BLOODNETV/256C/386 .25.99 

BUZZ ALDRIN'S - RACE INTO SPACE V/386/4MB 27.99 
CHAMPIONSHIP MANAGER FOR WINDOWS V/386/2MB19.99 

COLONIZATION V/386/4MB . .28.99 

COMANCHE - MAXIMUM OVERKILL V/386/4MB...31.49 
CYBERIA V/256C/386/2MB • .33.99 



GRAVIS JOYSTICK 

FOR PC (ANALOGUE, 
15 PIN)...29.99 



GRAVIS 
ADVANCED 
GAME PAD 

FOR PC (15 PIN) 

21.99 


HAWK JUNIOR 

(ANALOGUE, 
AUTOFIRE,15 PIN) 

10.99 




CH FLIGHTSTICK PRO 

(ANALOGUE, 15 PIN) FOUR 
INDEPENDANT FIRE 
BUTTONS, THROTTLE 
CONTROL, BUILT-IN MINI 
JOYSTICK .59.99 


WATCH AND LISTEN TO A COMPLETE PERFORMANCE 
WITHOPTIONAL COMMENTARY. 

MICROSOFT MUSICAL INSTRUMENTS FOR WINDOWS. 

INFORMATION ON OVER 200 MUSICAL INSTRUMENTS PLUS 2000 

SOUND SAMPLES. V/386/4MB .39.99 

MY FRIEND FEAR (ALL AGES). A HUMOROUS LOOK AT THE 
VARIOUS PHOBIAS AND FEARS THAT WE ENCOUNTER 

THROUGHOUT OUR LIVES. V/386 24.99 

NEW DICTIONARY OF THE LIVING WORLD (ENCYCLOPEDIA) 

A COMPLETE REFERENCE TO ALL THINGS LIVING WITH SOUND, 650 
PHOTOGRAPHS, 100 VIDEO CLIPS AND 200 MAPS. V/256/486/4MB ...32.99 

SOUNDS OF MULTIMEDIA CD FOR WINDOWS. A COLLECTION OF 
SOUND AND GRAPHICS FILES FOR WINDOWS. INCLUDES OVER 
300 MIDI & .WAV FILES, 100 PICTURES, 50 ANIMATIONS AND 50 
VIDEO CLIPS. WIN3.1A//486 19.99 


PC OPTIX JOYSTICK 

FOR PC (OPTICAL, 
ANALOGUE/DIGITAL 
SWITCHABLE, 15 PIN) 

26.99 




PHASE 9 
PHANTOM 2 
JOYPAD FOR 
PC DIGITAL, 
AUTOFIRE & 
SLOW MOTION, 
15 PIN)... 15.99 


AUTO EXPRESS V.3 FOR WINDOWS V/386/4MB . 94.99 

BBC GARDENERS WORLD 3D GARDEN DESIGNER E/286 . 16.99 

EASYKEYS MUSIC PROGRAM FOR WINDOWS 286/2MB/HD .29.99 

FLYING FINGERS KEYBOARD TUTOR E/V/286 .25.99 

GRANADA TV HOUSESTYLE. 3D INTERIOR DESIGNER. V/286/HD* 17.99 

KLIK AND PLAY FOR WINDOWS (ALL AGES). 

EASY TO USE GAMES DESIGNER. V/386/4MB .27.99 

MICROSOFT BEST OF ENTERTAINMENT PACK FOR WINDOWS 

14 GAMES FOR WINDOWS. V/386/4MB .18.99 

MICROSOFT ARCADE FOR WINDOWS. V/386/4MB . 18.99 

MICROSOFT FLIGHT SIMULATOR 5 EA//SV/386/1 MB . 32.99 

MICROSOFT MONEY FOR WINDOWS, WIN3.1/286/1 MB/HD .37.99 

MICROSOFT MS-DOS 6.22 UPGRADE. MANY BUGS FIXED FROM 
DOS 6.2, INCLUDES DRIVESPACE COMPRESSION SYSTEM, 

GIVING UP TO 3 TIMES THE SPACE ON YOUR HARD DRIVE . 49.99 

MICROSOFT PUBLISHER 2.0 FOR WINDOWS. 286/4MB/HD .79.99 

MICROSOFT SPACE SIMULATOR FOR DOS. V/386/4MB .32.99 

MICROSOFT VISUAL BASIC FOR WINDOWS. V/386/4MB/HD ...114.99 

MICROSOFTWINDOWS3.il COMPLETE. V/386/4MB 85.99 

MICROSOFT WINDOWS 3.11 UPGRADE. INCLUDES NETWORKING 
UTILITIES, IMPROVED FILE HANDLING AND 32 BIT DISK ACCESS. 

V/386/4MB . 54.99 

PC TOOLS FOR WINDOWS, SYSTEM MAINTAINENCE SOFTWARE 
INCLUDING CRASH GUARD, MULTIDESK FRONT END AND HARD 

DRIVE OPTIMIZER TO. HIGHLY RECOMMENDED. 386/4MB .77.99 

QEMM V.7 GAMEPAQ WITH 2 FREE GAMES. 

MEMORY MANAGEMENT FOR DOS AND WINDOWS. FREES UP 
MEMORY FOR RUNNING GAMES AND WINDOWS. INCLUDES 

PRIVATEER AND SHADOWCASTER GAMES. V/386/4MB .65.99 

SERIF PAGEPLUS 3 FOR WINDOWS. POWERFUL, EASY TO USE 
DESKTOP PUBLISHING PACKAGE WITH EASY TO FOLLOW TUTORIAL. 
34.99 WIN3.1/386/4MB/HD .54.99 


QUICKSHOT123 
WARRIOR 5 

(ANALOGUE,15 PIN) 

11.99 




QUICKSHOT 201 
SUPER WARRIOR 5 

(ANALOGUE, AUTOFIRE, 
15 PIN).14.99 


SAITEK MEGASTICK 3 

(DIGITAL,15 PIN)... 8.99 




SAITEK MEGAGRIP 3 

(ANALOGUE, AUTOFIRE, 
15 PIN).12.99 


SAITEK MEGAGRIP 8 

(ANALOGUE, 
AUTOFIRE, 15 PIN) 4 
FIRE BUTTONS 
WITH LED.. .15.99 


TFX V/256C/386/4MB.34.99 

THEME PARK V/386/4MB.28.99 

TRANSPORT TYCOON V/386/4MB •.28.99 

TRIPLE ACTION V2 E/V/386 

(BATTLETECH 2, MEGAPHOENIX, SCRYIL) ...11.99 

UFO - ENEMY UNKNOWN V/386/4MB .29.99 

ULTIMATE FOOTBALL V/386 .29.99 

UNDER A KILLING MOON V/256C/386 .36.99 

US NAVY FIGHTERS V/486/4MB .31.99 

VIRTUAL WORLDS 

(F29 RETALIATOR, EPIC, ROBOCOP 3) • .20.99 

VOYEUR V/386/2MB (RATED 18) .27.99 

WHO SHOT JOHNNY ROCK? V/256C/286 .29.99 

WILD BLUE YONDER V/386/4MB .27.99 

WING COMMANDER 3 SV/486/8MB .42.99 

WING COMMANDER AND ULTIMA 6 V/256C/386 14.99 

WING COMMANDER ARMADA V/386/2MB .28.99 

X-WING COLLECTION 

(X-WING, B-WING, IMPERIAL PURSUIT 

+ 6 NEW LEVELS) V/256C/386 •.34.49 


SIMPLY BUSINESS (CA) FOR WINDOWS. 386/1MB . 84.99 

.24.99 

VIRUS KILLER PROFESSIONAL .19.99 






MOUSE MAT WITH 
SPONGE BACKING 
4.99 


10 OUT OF 10-DRIVING TEST (16-r). (V/286/1 MB)' 

10 OUT OF 10-FRENCH (8-16). NATIONAL CURRICULUM. (V/286/1 MB)19.99 

ADI GCSE MATHS PACK (14-16) EA/ .23.99 

ADVENTURES IN FAIRYLAND (4-8). EDUCATIONAL ADVENTURE V/386 25.99 

FUN SCHOOL 4 (2-5) C/E/V/286 .17.99 

FUN SCHOOL 4 (5-7) C/EA//286 .17,99 

FUN SCHOOL 4 (7-r) C/E/V/286 .17.99 

MARIO IS MISSING (ALL AGES). GEOGRAPHY GAME. V/386 ...19.99 

MICRO FRENCH (8 TO ADULT). NATIONAL CURRICULUM C/E/V/286/640K ...19.99 
MICRO SPANISH (11+). NATIONAL CURRICULUM C/EA//2e6/640K ...19.99 

NODDY'S BIG ADVENTURE (3+) (V256/2B6/640K) .22.99 

HUNDREDS MORE PC TITLES IN STOCK - PLEASE PHONE 
0279 600204 FOR OUR FREE 16-PAGE COLOUR CATALOGUE 


EKLIPSE MOUSE FOR 

PC 290-2900 DPI 
VARIABLE RESOLUTION, 
3 BUTTON 
MICROSWITCHED, 
LONG CORD. .10.99 




WESTERN DIGITAL MOUSE 
FOR PC 290-2900 DPI 
VARIABLE RESOLUTION, 3 
BUTTON MICROSWITCHED 
AND LONG CORD. ...10.99 












































































































































































































































































































































FULL MOTION VIDEO 

WE STOCK A GOOD RANGE OF DIGITAL VIDEO CD’s 

REAL MAGIC LITE FMV MPEG CARD FOR PC . 259.99 

FULL MOTION VIDEO ALLOWS FULL SCREEN PLAYBACK OF DIGITAL VIDEO 
CD'S (MOVIES OR MUSIC VIDEO) AND PLAYS SOFTWARE WHICH 
INCORPORATES VIDEO FOOTAGE. REQUIRES 386 WITH 25 MHZ CPU OR 
BETTER, 2 MB OF FREE RAM, VGA OR SVGA GRAPHICS CARD WITH STANDARD 
VESA FEATURE CONNECTOR, SOUND BLASTER COMPATIBLE SOUND CARD 
WITH LINE INPUT AND PANASONIC CR562B, CREATIVE 563 OR SONY 
CDU33A033 CD ROM DRIVE. INCLUDES FMV CARD, THE HORDE (REAL MAGIC 
VERSION WITH QUALITY VIDEO SEQUENCES), INSTALLATION SOFTWARE FOR 
DOS AND WINDOWS, DEMO CD AND ALL NECESSARY CABLES 

RADIO 

RADIO FX STEREO TUNER BOARD FOR PC. STEREO FM RADIO .37.99 

ETHERNET 

ETHERNET CARD FOR PC. FOR THIN ETHERNET. INCLUDES T-PIECE ...59.99 
(READY MADE ETHERNET CABLING ALSO STOCKED) 

LEADS 

ANTI-SURGE 4 WAY MULTIPLUG 

EXTENSION LEAD .22.99 

ANTI-SURGE PLUG.12.99 


JOYSTICK EXTENDER CABLE FOR PC (2 METRES, 15 PIN) .9,99 

JOYSTICK SPLITTER FOR PC (15 PIN). 2 JOYSTICKS TO 1 PORT. 10.99 

MAINS CABLE - PC BASE UNIT TO MONITOR .7.99 

MIDI CABLE - SOUND BLASTER TO MIDI KEYBOARD. MIDI IN, OUT & THRU 19.99 

MONITOR EXTENDER CABLE FOR VGA/SVGA PC (2 METRES).10.99 

NULL MODEM ADAPTOR (25 PIN CABLE TO 9 PIN PORT) .6.99 

NULL MODEM ADAPTOR (9 PIN CABLE TO 25 PIN PORT) .6.99 

NULL MODEM CABLE (9 PIN) .9-99 

NULL MODEM CABLE (25 PIN) .9.99 

(CONNECTS TWO PC's FOR HEAD-TO-HEAD PLAYING ON CERTAIN GAMES 
E.G. DOOM 1 & 2, KNIGHTS OF THE SKY, F1 GRAND PRIX AND FLIGHT SIM 5) 
PARALLEL DATA TRANSFER CABLE FOR USE WITH DOS 6,x INTERLINK UTILITY ... 10.99 
HI-FI LEAD - PC SOUND CARD TO HI-FI LEAD (2 METRES, JACK TO 2 PHONO) 7,99 
PRINTER LEAD (PARALLEL) 1.5 METRES FOR AMIGA, ST OR PC .5,99 

-SCANNERS WITH OCR 

MUSTEK GREY ARTIST HAND SCANNER FOR PC .89.99 

800 DPI HIGH QUALITY RESOLUTION. 256 GREYSCALES. 
SCANKIT, EYE PHOTO AND PERCEIVE OCR SOFTWARE 
MUSTEK COLOUR ARTIST HAND SCANNER FOR PC ...149.99 
400 DPI HIGH QUALITY RES. 16.7 MILLION COLOURS. 
SCANKIT, EYE PHOTO AND PERCEIVE OCR SOFTWARE 

-- GAMES CARDS 


QUICKSHOT 113S PC GAMES CARD + JOYSTICK ..17.99 

TWIN PORT PC GAMES CARD WITH 113S PC ANALOGUE JOYSTICK (15 PIN) 

QUICKSHOT 163 SMART GAMES CARD FOR PC.12.99 

2 X 15 PIN JOYSTICK PORTS, CLOCK SPEED DETECT/SELECT, HOT KEY 
TUNING, SOFTWARE SELECTABLE. COMPATIBLE WITH 386 & 486 

SOUND CARDS 

GRAVIS ULTRASOUND MAX SOUND BOARD FOR PC (386+). 164.99 

16 BIT STEREO SAMPLING AND PLAYBACK FROM 5 TO 48 KHZ, 

32 VOICES, 3 CD-ROM INTERFACES, 3D HOLOGRAPHIC SOUND CAPABILITY, 
AUDIO UTILITY SOFTWARE. SOUND BLASTER COMPATIBLE 

MEDIAVISION PROSONIC 16 SOUND BOARD FOR PC.59.99 

16 BIT STEREO SAMPLING AND PLAYBACK FROM 4 TO 44 KHZ. 

SOUND BLASTER PRO COMPATIBLE, INCLUDES PANASONIC 
CD-ROM INTERFACE AND AUDIO UTILITY SOFTWARE 

PC VALUE STARTER PACK .64.99 

SOUND BLASTER V.2 COMPATIBLE 8 BIT SOUND CARD 

WITH QS123 WARRIOR 5 JOYSTICK AND QS825 SOUNDMATE 4 SPEAKERS 

SOUND BLASTER 16 SOUND CARD BUNDLE FOR PC.89.99 

16 BIT STEREO SOUND CARD. SAMPLING AND PLAYBACK FROM 4 TO 44.1 
KHZ, COMPREHENSIVE UTILITY SOFTWARE TO EDIT, MIX, RECORD AND 
PLAYBACK COMPOSITIONS. INCLUDES PANASONIC CD ROM INTERFACE 

SOUND BLASTER AWE32 SOUND CARD FOR PC . 224.99 

32 VOICES, 512K RAM, 3 CD-ROM INTERFACES. CD QUALITY STEREO 
SAMPLING AND PLAYBACK FROM 5 TO 44 KHZ, ADVANCED WAVE EFFECTS 
WITH 16 CHANNELS, 128 INSTRUMENTS AND 6 DRUM KITS. 10 AUDIO 
UTILITIES 

SOUND BLASTER V.2 SOUND BOARD FOR PC .49.99 

ANALOGUE (15 PIN) JOYSTICK PORT, MIDI INTERFACE AND CD AUDIO INPUT 
SOCKETS. WITH LEMMINGS, INDY 500, ORGAN AND TALKING PARROT 

SOUND FX CLASSIC 3000 MCD SOUND CARD FOR PC .144.99 

20 VOICES, 3 CD-ROM INTERFACES. CD QUALITY STEREO SAMPLING AND 
PLAYBACK FROM 5 TO 48 KHZ, ADVANCED WAVE EFFECTS WITH 16 
CHANNELS, 128 INSTRUMENTS AND MULTIPLE DRUM KITS. AUDIO UTILITIES 

SOUND FX SOUND CARD FOR PC .37.99 

ANALOGUE (15 PIN) JOYSTICK PORT, MIDI INTERFACE AND CD AUDIO 
INPUT SOCKETS. AUDIO UTILITY SOFTWARE. 1 YEAR WARRANTY 

SPEAKERS FOR PC 

WE ALSO STOCK A RANGE OF SONY SPEAKERS 

LOGIC 3 CHAMPION STEREO SPEAKERS .109.99 

2 X 50 WATTS, MAGNETICALLY SHIELDED WITH BASS, 
TREBLE, BALANCE AND VOLUME CONTROLS. 

MAINS ADAPTOR SUPPLIED 

LOGIC 3 SUBWOOFER STEREO 
SPEAKER CONSOLE ... 69.99 
50 WATTS, MAGNETICALLY SHIELDED, 

TONE, BALANCE AND VOLUME 
CONTROLS. MAINS ADAPTOR SUPPLIED 
QUICKSHOT SOUNDMATE 4 STEREO SPEAKERS (PAIR). . 17.99 
4 WATTS. MAGNETICALLY SHIELDED WITH BASS. TREBLE AND 
VOLUME. BATTERY OR MAINS ADAPTOR (NOT SUPPLIED) 




QUICKSHOT SOUNDSTOR 
STEREO SPEAKER CONSOLE 
WITH MAINS ADAPTOR ...39.99 
10 WATTS, MAGNETICALLY SHIELDED WITH 
BASS, TREBLE, BALANCE AND VOLUME 



C . 


SCREENBEAT 3 STEREO SPEAKERS (PAIR) .14.99 

4 WATTS. MAGNETICALLY SHIELDED. BASS AND VOLUME. 
BATTERY OR MAINS ADAPTOR (NOT SUPPLIED) 

SCREENBEAT MAINS ADAPTOR FOR SCREENBEAT 
SPEAKERS (SUITABLE FOR ALL VERSIONS).7.99 

COMPUTER CARE 

3.5" DISK HEAD CLEANER .5.99 

CD WALLET (24 CAPACITY). STORES CD’S NEATLY AND SAFELY (NEW) ...9.99 
CD WALLET (48 CAPACITY). STORES CD’S NEATLY AND SAFELY (NEW)... 12.99 

CLEANING KIT FOR COMPUTERS (INCLUDES VACUUM) .18,99 

DUST COVER FOR 80 COLUMN PRINTER (CLEAR PVC). .5.99 

DUST COVER FOR MONITOR (CLEAR PVC) .6.99 

DISK AND CD STORAGE 

DELUXE DISK BOX 3.5” (SHOWN) 

(120 CAPACITY, 3.5”) WITH DIVIDERS .9.99 

DISK BOX (10 CAPACITY, 3.5") PLASTIC FLIP TOP 2.99 
DISK BOX (120 X 3.5") LOCKABLE WITH DIVIDERS 9,99 

MEDIA LIFE CD FILE DRAWER (30 CAPACITY) 

STACKABLE DESIGN.14.99 

MEDIA LIFE DISK FILE DRAWER (240 CAPACITY), 
STACKABLE DESIGN.16.99 

ALL PRICES INCLUDE VAT A CARRIAGE 




OLIVETTI 486 SX33 

• SLIMLINE DESKTOP CASE 

• 3 ISA 16BIT SLOTS • 2 VESA LOCAL BUS SLOTS 

• 4MB RAM EXPANDABLE TO 64MB 

•210 MB HARD DRIVE • 3.5” 1.44MB FLOPPY DRIVE 

• 14" 0.28 DOT PITCH LOW RADIATION MONITOR TO MPRII 

• LOCAL BUS 1MB SVGA GRAPHICS ACCELERATOR CARD 

• INTEL486 SYSTEM (UPGRADEABLE) 

• UK 102 KEY KEYBOARD & MOUSE 
. 1 YEAR ON-SITE WARRANTY 


OLIVETTI PCS 42 SX33 4/210 

PC WITH MONITOR exvat-76595 899.99 

HOME OFFICE SOFTWARE WITH OLIVETTI PCS 

• MS DOS 6.2 & WINDOWS 3.1 • SOFTWARE TUTORIAL 

• MICROSOFT WORKS 3‘ • LOTUS ORGANIZER 

(•INCLUDES WORD PROCESSOR, DATABASE AND SPREADSHEET) 


MWTIMEDI* VHSIONS INCLUDE MKIOSOFT'S FABULOUS ENCAATi ENCYCLOKMA 


SPECIAL RESERVE 
DISKS WITH LABELS 
BRITISH MADE, ERROR FREE 

PACK OF 10 HIGH DENSITY 3.5" 

FREE PLASTIC FLIPTOP BOX .7.99 

PACK OF 10 DSDD 3.5” + BOX .6.99 

PACK OF 50 HIGH DENSITY 3.5" .23.99 

PACK OF 50 DSDD 3.5" .19.99 

PACK OF 10 TDK MF-2HD 3.5” DISKS (HIGH DENSITY BRANDED) ...10.99 

DYSAN DISKS 

PACK OF 10 DYSAN HIGH DENSITY 3.5" DISKS WITH 

LABELS AND FREE PLASTIC FLIP TOP BOX .7.99 

PACK OF 50 DYSAN HIGH DENSITY 3.5” DISKS WITH LABELS .22.99 
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COMPAQ PRESARIO 
486 SX2/66 

ALL PRESARIOS FEATURE 

COMPAQ INTEL VESA LOCAL BUS 
80486SX2/66 MHZ CPU 
14" 0.28 DOT PITCH MONITOR TO MPRII 
3 YEAR WARRANTY (1 YR ON-SITE) 
UK KEYBOARD WITH MOUSE 
PENTIUM UPGRADEABLE 
PLUG AND PLAY COMPLIANT 

ALL PRESARIOS INCLUDE ONE OR MORE OF THESE HIGH VALUE PACKS 

WORKS 3 PACK . MICROSOFT WORKS 3 FOR WINDOWS INTEGRATED OFFICE SUITE 

MS DOS 6. MICROSOFT WINDOWS 3.1. TABWORKS AND COMPAQ TUTORIAL 

HOME COMMS PACKAGE - ANSWERPHONE. MULTI-USER VOICE MAIL, FULL FAX FACILITIES. 

2400 BPS MODEM, MICROSOFT MONEY, MICROSOFT ENTERTAINMENT 4 
CD ROM PACKAGE ■ FITTED DUAL SPEED CD ROM DRIVE, 16 BIT STEREO SOUND CARD. 
SPEAKERS AND MICROPHONE, MICROSOFT ENCARTA ENCYCLOPEDIA ON CD 
FREE QUEST PACK 10 CD'S INCLUDING DAY OF THE TENTACLE. WING COMMANDER 2, 

RETURN TO ZORK INDIANA JONES, ULTIMA UNDERWORLD AND HUMANS 1 AND 2 

PRESARIO 460 4/270 WITH INTEGRATED MONITOR . 999.99 

2 ISA SLOTS, 2 DRIVE BAYS. 4 MB RAM EXP TO 20 MB, 270 MB DRIVE EX VAT 851.06 

WORKS 3 PACK 

PRESARIO CDS520 4/420 INTEGRATED MONITOR AND CD ROM ... 1439.99 

2 ISA SLOTS, 3 DRIVE BAYS. 4 MB RAM EXP TO 20 MB, 420 MB DRIVE EX VAT 1225.52 

WORKS 3 PACK. HOME COMMS PACK. CD ROM PACK. FREE QUEST PACK 

PRESARIO 660 4/200 DESKTOP CASE AND MONITOR . 1099.99 

3 ISA SLOTS, 3 DRIVE BAYS. 4 MB RAM EXP TO 56 MB, 200 MB DRIVE EX VAT 936.16 

WORKS 3 PACK. MICROSOFT PUBLISHER 2. MICROSOFT GOLF 

PRESARIO 720 4/420 DESKTOP CASE AND MONITOR . 1299.99 

3 ISA SLOTS, 3 DRIVE BAYS. 4 MB RAM EXP TO 56 MB, 420 MB DRIVE EX VAT 1106.37 

WORKS 3 PACK. HOME COMMS PACK 

PRESARIO CDS720 4/420 DESKTOP CASE, MONITOR AND CD ROM 1549.99 

3 ISA SLOTS, 3 DRIVE BAYS. 4 MB RAM EXP TO 56 MB, 420 MB DRIVE EX VAT 1319.14 

WORKS 3 PACK. HOME COMMS PACK. CD ROM PACK. FREE QUEST PACK. 

PRESARIO 920 8/420 TOWER CASE AND MONITOR . 1479.99 

5 ISA SLOTS, 5 DRIVE BAYS. 8 MB RAM EXP TO 64 MB, 420 MB DRIVE EX VAT 1259.57 

WORKS 3 PACK. HOME COMMS PACK 

PRESARIO CDS920 8/420 TOWER CASE, MONITOR AND CD ROM ... 1699.99 

5 ISA SLOTS, 5 DRIVE BAYS. 8 MB RAM EXP TO 64 MB, 420 MB DRIVE EX VAT 1446.80 

WORKS 3 PACK. HOME COMMS PACK. CD ROM PACK. FREE QUEST PACK. 


DIY PC - IT’S EASY TO BUILD A REALLY GREAT PC 


INTEL 486DX2/66 DIY PC TOWER UNIT 4/0 578.71 ex vat 659.99 

66MHz CLOCK SPEED, 256K CACHE, INTEL VESA LOCAL BUS (UPGRADEABLE) 

INTEL PENTIUM P60 DIY PC TOWER UNIT 4/0 85i oe ex vat 999.99 

60MHz CLOCK SPEED, 256K CACHE, INTEL PCI BUS SYSTEM 

• 12 MONTHS WARRANTY. 

• 3 BUS AND 3 ISA SLOTS 

• 4MB RAM EXPANDABLE TO 64MB 

• REMOVABLE HARD DRIVE MODULE 

• FAST 32 BIT GRAPHICS ACCELERATOR 

• CHOOSE YOUR OWN HARD DRIVE, 

KEYBOARD, MOUSE AND MONITOR 


PRICE DOES NOT INCLUDE MS DOS OR WINDOWS SOFTWARE 

PLUSDOS6.2ANDWINDOWS3.il just add 89.99 

(AVAILABLE ONLY WHEN YOU PURCHASE A DIY PC) 



SUPERB DIY PC WITH 15 " 
MONITOR AND KEYBOARD 


4 MB RAM EXPANSION FOR COMPAQ, CALIBRA, 
OLIVETTI OR DIY PC. EASY INSTALLATION . 


486 DX2/66 INTEL CPU CHIP. 66 MHZ REPLACEMENT CHIP FOR ALL 486 PC 
MOTHERBOARDS. EASY INSTALLATION (CARE REQUIRED) WITH INSTRUCTIONS... 169.99 
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KEYBOARD (BASIC), 102 KEY MEMBRANE .22.99 

KEYBOARD (TACTILE) 102 KEY, CLICK .29,99 

KEYBOARD (CHERRY), 102 KEY, MEMBRANE .37.99 

KEYBOARD ADAPTOR FOR PS/2. 

AT102 TO A PS/2 STYLE MINI DIN SOCKET.7.99 

KEYBOARD EXTENDER CABLE FOR PC 
(2 METRES, STANDARD 5 PIN DIN CONNECTOR) ... 7.99 

SVGA COLOUR MONITORS 

COMPLETE WITH SIGNAL AND POWER LEADS AND TILT 
AND SWIVEL STAND. 0.28 DOT PITCH RESOLUTION 
LOW RADIATION TO MPRII STANDARDS 

MICROVITEC 1438 MULTI-SYNC MONITOR 

SUITS ALL ALL PC SCREEN MODES TO SVGA. 

1 YEAR WARRANTY FREE STEREO 

295.99 SPEAKERS 

SVGA 14” COLOUR MONITOR FOR PC. MAX RES 1024 X 768, 1 YR WARRANTY. 189.99 

SVGA 15” COLOUR MONITOR FOR PC. MAX RES 1280 X 1024, 1 YR WARRANTY ... 289.99 
SVGA 17” COLOUR MONITOR FOR PC. MAX RES 1600 X 1200, ON-SCREEN DISPLAY 629.99 



INTERNAL IDE HARD DRIVES FOR PC 

HIGH SPEED 3.5” IDE DRIVES, 1” HIGH, FITTING INSTRUCTIONS INCLUDED 

SAMSUNG 420 MB, 13 MS, 128K CACHE, 1 YEAR WARRANTY . 174.99 

WESTERN DIGITAL CAVIAR 420 MB, 12 MS, 128K CACHE, 3 YEAR WARRANTY. 184.99 

SAMSUNG 560 MB, 13 MS, 128K CACHE, 1 YEAR WARRANTY . 204.99 


CD ROM DRIVES EASY TO FIT 

SLOT INTO SPARE DRIVE BAY OF PC TO HUN CD ROM SOFTWARE. HIGH 
SPEED 320MSEC ACCESS, 300KB/SEC DOUBLE SPEED DATA TRANSFER RATE, 

CD ROM XA, MULTISESSION AND KODAK CD COMPATIBLE. 5,25" HALF HEIGHT 
DESIGN. AUTO LOADING CD TRAY. KIT COMPLETE INCLUDING INTERFACE 
AND EASY TO INSTALL, PROVIDING FULL MPCII COMPLIANCE 
BLUEPOINT ICD 300 CD ROM DRIVE FOR PC 

PLUGS DIRECTLY IN TO YOUR IDE HARD DRIVE CONTROLLER CARD. 99.99 

COAST CD ROM DRIVE FOR PC .109.99 

CREATIVE 563 CD ROM DRIVE WITH FREE GROLIERS AND PHOTOSTYLER SE.124.99 

CONNECTS TO SOUNDBLASTER 16 VALUE SOUND CARD. REAL MAGIC FMV COMPATIBLE 
FREE GROLIERS MULTIMEDIA ENCYCLOPEDIA AND ALDUS PHOTOSTYLER SE ON CD 

PANASONIC CR562B CD ROM DRIVE FOR PC .137.99 

CONNECTS TO SOUNDBLASTER 16 VALUE SOUND CARD. REAL MAGIC FMV COMPATIBLE 

SONY CDU33A033 CD ROM DRIVE .129.99 

SOFT EJECT TRAY, MANUAL LOADING. REAL MAGIC FMV COMPATIBLE 


HEAVY discounts 
HUGE range 
10am to 8pm Daily 

FREE -16 page colour catalogue - (ust phone 

0279 600204 

Order by fax on 0279 726842 - we ll fax back to confirm receipt 


rW^ONLY SUPPLYlI/liMMRS B^Ut’yOU CAn'oRDm'aS YOU Joifl 

Members receive our 48-page Colour Club Magazine bi-monthly. Each issue reviews a 
selection from our extensive range and includes at least £30 worth of coupons for 
additional savings on top products. Members are under no obligation to buy anything. 

MEMBERSHIP FEES UK EC WORLD 

ONE YEAi (6 MONTHS) Y.OO(4.oo) 9,00(6.00) H.OOdoo) 

One year price includes six issues of Speciai Reserve magazine with £180 of XS Coupons 

Ail prices include VAT and 2-3 working day carriage to UK mainland 
Software and peripherals are sent by post, hardware by White Arrow 
Allow one or two days for processing and despatch of stock items 
We issue confirmations of all orders received 

Overseas orders must be paid by credit card 

Hardware items (battery or mains) are only supplied to the UK mainland 
Overseas surcharge £2.00 per software item or 25% on other items 

- AHEAD 

(BLOCK CAPITALS please) 

Name & Address_S 


Postcode. 


If Mac or PC please state DISK or CD ROM 


Phone No. 


Machine_ 


Enter membership number (if applicable) or 

NEW MEMBERSHIP FEE (ANNUAL UK 7.00) 


item 


Please use this box to add any optional fast delivery charge 
1st Class Post 40d per costed item nr £10 overnight hardware 


ALL PRICES INCLUDE UK POSTAGE & VAT 

Cheque/P. O./Access/Mastercard/Switch/Visa 


CREDIT CARD 
EXPIRY DATE . 


.SIGNATURE. 


SWITCH 
.(ISSUE NO. 


Cheques payable to; SPECIAL RESERVE at 
P.O. BOX 847, HARLOW, CM21 9PH 

Inevitably some games listed may not yet be available. Please phone to check availability. 
Prices and offers may change without prior notification. SAVE = Saving off full retail price. 
PRICES CORRECT AT TIME OF GOING TO PRESS. 7.11.94 E .& O.E. 
inter-Mediates Ltd, 2 South Block, The Meltings, Sawbridgeworth, Herts. CM21 9PG. 



HUGE range of hardware, software, 
books, peripherals and leads for 
PC, CD Rom, Amiga, CD32, Sega, 

Nintendo, Atari, Apple. Sony, Philips and 3DO. 

All official UK products, all at HEAVILY discounted prices 
Order by post, or by phone or come to one of the Special Reserve 

OPEN lOam to Spin CLUB SHOPS 7 DAYS A WEEK 

43 Broomfield Rd CHELMSFORD nir.jr the bus station 
The Maltings SAWBRIDGEWORTH no.tr the train station 

Over 200,000 people have joined Special Reserve 


144.99 





CITIZEN ABC 24 PIN COLOUR PRINTER 

FREE COLOUR KIT 
FREE WATCH OFFER 
FREE PRINTER LEAD ex vat 123.40 

FREE EASYSTART SOFTWARE 

24 PIN, 80 COLUMN, 192CPS/64LQ, 5LQ/1 
DRAFT FONT, 2 YEAR WARRANTY 
THE EASY TO USE PRINTER 


COLOUR INKJET PRINTER 
FREE PRINTER LEAD 239 99 

50 NOZZLE, 80 COLUMN, ^ w ^^ W 
120 CPS LQ. 300 DPI RESOLUTION, 

3 SCALEABLE FONTS, LOW RUNNING COSTS 
AND EASY TO USE. 2 YEAR WARRANTY 
ALL PRINTER PRICES INCLUDE A FREE PRINTER LEAD 

EPSON LQ-100 PRINTER. 24 PIN, 250 CPS/72 LQ, QUIET . 139.99 

CITIZEN SWIFT 90C COLOUR PRINTER. 9 PIN, 240CPS/54NLQ . 156.99 

PANASONIC KXP2135 COLOUR PRINTER. 24 PIN, 200 CPS/64 LQ .179,99 

CANON BJ10-SX BUBBLE JET PRINTER. 64 NOZZLE, 110LQ CPS . 185.99 

CITIZEN SWIFT 2000 COLOUR PRINTER. 24 PIN, 216CPS/72LQ.185.99 

CITIZEN SWIFT 240C COLOUR PRINTER. 24 PIN, 240CPS/a0LQ.219.99 

CANON BJ-200 BUBBLE JET PRINTER. 248CPS, 8 TYPEFACES . 229.99 

CITIZEN TRACTOR FEED KIT FOR CITIZEN ABC PRINTER .38.99 

DUST COVER FOR 80 COLUMN PRINTER (CLEAR PVC).5.99 

PRINTER STAND FOR ANY PRINTER .8.99 

RIBBON (BLACK) FOR CITIZEN 24, 200, 224, 240 OR ABC .6. 

RIBBON (COLOUR) FOR CITIZEN 9, 90, 24, 200, 224, 240 OR ABC.14,99 

COMPREHENSIVE RANGE OF RIBBONS IN STOCK - PLEASE PHONE 
























































































































































































































Mindscape Goes Shopping 


W ith its Blankety Blank chequebook and pen at the 
ready, Mindscape trawled the software world this 
month with a view to expanding its already impressive 
dVvpiojpment resources. And it came back with two 
absolute bargains that would make housewives across 
the land proud. 

First out of the bargain bucket was the French 
development team Atreid, which is currently beavering 
a\ft^y bn Warriors, an innovative PC combat game (early 
i^e/tfenshots of which are shown here) and Fi Racer, a 
Virtua Racing-style Formula i racing game. Atreid will 
become a part of Mindscape’s international develop- 
jTiejatprganisation, currently headed up by the ‘Scape’s 
executive Vice President, David Grenewetzki 

^•.'“Atreid is an important addition to our prod- 
uct development efforts,” said Grenewetzki 


rou see a doctor?). “Their proprietary devel- 
tools — the LibSys cross-platform develop¬ 


ment system and 3DBioMotion, an animation technolo¬ 
gy — strengthen our existing toolset.” 

And a mere two days later, it was cash ahoy for 
Strategic Simulations, Inc., the highly-acclaimed devel¬ 
oper of computer wargames, sports simulations and 
fantasy role-playing games, many of which used to be 
published by US Gold. 

“SSI is a cornerstone in our efforts to establish 
Mindscape as a major player in the field of entertain¬ 
ment software,” said Bob Lloyd, Chairman and CEO of 
Mindscape, Inc. “This acquisition augments our already 
strong educational and informational development 
efforts with outstanding expertise.” 

So what does this mean to lovers of SSI’s highly- 
successful role-playing games? Well, nothing the aver¬ 
age PC gamer would notice. Mindscape now becomes 
publisher of SSI’s future titles, leaving a gap in US 
Gold’s publishing portfolio next the one where 
LucasArts used to be. 


*5 Getting Board! 



N o, that isn’t a typographical error you can see above — it is in 
fact a well-crafted and particularly funny headline. You see, 
Domark, publishers of AV8B Harrier Assault and the forthcoming 
Lords of Midnight, is currently putting the finishing touches to its first 
ever boardgame — and it’s a spin off from one of the company’s ear¬ 
lier PC releases. 

The Official Williams Renault Grand Prix Championship 
Boardgame (what a mouthful that is) is in the shops now priced at a 
mere £19.99. It’s Domark’s second partnership with the Didcot-based 
racing team, the first of which spawned a fast-moving, if unspectacu¬ 
lar, PC racing game. 

“This is our first endeavour into the market and it looks like being 
very successful,” offered Brynn Gilmore, Business Development 
Manager at Domark. “We might well consider future releases in this 
area, it’s been a lot of fun to do. But it’s very much a sideline to our 
core business.” 

Domark is obviously expecting its inaugural foray into 
boardgame-land to be incredibly popular, and the 250,000 European 
print run should ensure that the shelves remain stocked throughout 
the Christmas period. 

































TYPICAL 


Core Strikes Gold! 



C entreGold, the UK games distribution and publishing giant that owns US Gold, 
splashed out £5.43 million this month on Core Design. £2.94 million went 
directly to Core boss, the good-looking and remarkably funny Jeremy Smith. Our 
mate. Who we like very much. Especially now. 

To celebrate this injection of cash, the Derby-based publisher announced the 
arrival of BC Racers — a PC driving game with a difference. Already dubbed the PC’s 
answer to Super Mario Kart, BC Racers is a cartoon-style drive-’em-up across more 
than 30 tracks. 

With three different track views to choose from, and over eight types of 3D ter¬ 
rain, the game promises 
to be the best-looking 
racer on the PC. Indeed, 
one foreign journalist was 
so impressed it uttered: 

“What can I say? I’m 
totally stoked.” Whatever 
that means. 

The very “stoking” BC 
Racers will be available 
from late December. Bet 
you can’t wait, eh? 


Sierra Takes 
Another Cake! 


R emember the Gobliins trilogy? You 
know, the three quirky adventures 
with enough slap and stick to feed an 
army of comedians? Well, we do. And 
while their puzzles were obscure, the 
humour often forced, and the user-inter¬ 
face a pig to use, we sort of liked them in 
a French kind of way (which, for the une¬ 
ducated, involves liking them to garlic, 
stripy shirts and berets. And hairy nos¬ 
trils and fat women). Well, prepare your¬ 
self for more of the same when Sierra 
releases Coktel Vision’s latest comical 
caper, the bizarrely titled. Woodruff And 
The Schnibble Of Azimuth. 

You’ve got to hand it to Coktel Vision 
— they’re not ones for using proper 
words. And they’re not ones for sticking 
to sensible plots either; just listen to 
this: You must help the hero. Woodruff, 
avenge the killing of his teddy bear. 
Hmm... It’s this wacky French sense of 
humour that made Fawlty Towers and 


The Young Ones so successful. They’re 
so crazy. Or something. 

Actually, Woodruff does sound like 
an interesting chap. Coktel reckons he’s 
the most unpredictable hero in the histo¬ 
ry of computer gaming. Apparently, 
throughout the game he’ll change into a 
baby, grow very old, fall in love and even 
turn into a woman. The lucky git. 

Tex Avery-style animations are 
promised, accompanied by some 
‘unique multiscreen scrolling’, whatever 
that may be. Over 20 characters appear 
in the adventure, and in the CD-ROM ver¬ 
sion these will be brought to life with 
proper digitised voices and everything. 

It has to be said that each Gobliins 
game was better than the one before it, 
so with the experience Coktel has under 
its belt. Woodruff And The Schnibble Of 
Azimuth could out to be a bit of a winner. 
You’ll be able to find out next month 
when we review the game in full. 
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^ Hail, humans! It is I, Imp, the 
Devil’s only officially-licensed advocate, 
here again to present you with yet another 
shocking statement, to wit: 


are 


utterly 

Pointless!” 


Okay, so I’ve taken the plunge and upgraded to a 486. And 
although I did it begrudgingly, I have to admit it’s improved my 
gaming pleasure no end. Doom is now much more playable (I 
think I’m beginning to like it, actually), and X-Wing no longer 
splutters along like some old banger running out of petrol. 

However, looking at the release schedule for next year, it 
appears that I’m going to need an extra piece of hardware to play 
games on my PC — but this time I really can’t see a need for it. 

Although they’re not that expensive (I am, after all, one of 
Hell’s most respected employees), buying a CD-ROM just seems 
utterly pointless. And why’s this? I’ll tell you. In PC Review’s lat¬ 
est issue, you’ll find a list of the all-time top 100 PC games, com¬ 
piled by the staff of that magazine, us here at PC GAMES and a 
few well-respected journos. 

Now, if we take a look at that chart, we discover a few interest¬ 
ing facts: (1) The top five titles are all floppy games (Doom, 
SimCity 2000, Syndicate, TIE Fighter and Civilization); (2) Out of 
the Top 10, only one is CD-ROM only, namely Gabriel Knight; (3) 
Out of the Top 20, only two more. Battle Isle 2 and Rebel Assault, 
are truly CD-ROM only games — and that, fact fans, is only 15%. 

Okay, so CD-ROM games are still very much in their infancy, 
and you could argue that the games in the Top 100 are getting on 
a bit. Surely today’s sophisticated gamer requires much more 
than a few floppies can offer? Not so. The universally lauded Sim 
City 2000 came on a few floppies, and the brilliant Breakthrul on 
even less. These games prove that playability will win over any¬ 
thing else, no matter what fancy graphical trickery you try to 
gloss things over with. 

Okay, so Magic Carpet and Ecstatica have shown what’s possi¬ 
ble with a CD. But are these games really that revolutionary? Or 
are are they simply Doom ll (on a rug) and Alone in The Dark with 
graphical knobs on? 

Come next Christmas, the amount of new games available on 
floppy will be negligible. EA has taken the bold step of announc¬ 
ing it won’t be supporting disks of the 3.5” variety — and the 
other major players can’t be that far behind. 

If you ask me, the old argument that floppies can no longer 
cater for the power-hungry games of tomorrow just simply isn’t 
true. I reckon it’s just a case of the software industry trying to get 
us to part with more of our cash, when everybody knows that CDs 
cost a lot less to produce than floppy disks. Come on, you PC soft¬ 
ies, what do you say? 


• What do you think of Imp’s ravings? Write in and tell us at: PC GAMES, Priory 
Court, 30-32 Farringdon Lane, London ECiR 3AU. By the way. Imp’s opinions are all 
his own, and In no way reflect those of PC GAMES or its publishers. 


Virtually Fact-Free 


T his month’s award for the most amount of 
b&U&#cks contained within one press 
release goes to Elite, with this superb effort: 
“Elite Systems presents Virtuoso — a ‘virtual 
adventure’ which, for the first time, presents 
the player with the opportunity to experience 
quasi-Virtual Reality, with a realism never 
before evidenced on a computer games sys¬ 
tem.’’ Hmm... we can only hope that English 
isn’t the mother tongue of whoever wrote this 
PR nonsense. 

You can rely on PC GAMES to brush aside 
the crap and give you the facts straight, so 
here’s the above in something we can all 
understand. Virtuoso is set in the 21st Century, 
a time when music and Virtual Reality are the 
only means of escape from the escalating crime 
rate. Using what Elite is describing as a 
“unique” third-person perspective viewpoint. 
Virtuoso takes you through three virtual 
worlds, each with eight or more separate mis¬ 
sions to tackle. 

This fully-interactive arcade adventure, due 
out before the end of the year, is already turn- 
ing heads within the software industry. 
According to an Elite spokesperson, the reason 
for this is simple; “The video game and music 
industries are on rapidly converging paths and 
Virtuoso incorporates the best of both worlds. 
It is a true multimedia product.” 

It has to be said that Elite hasn’t exactly 


had an A-Grade PC game in a long while (if at 
all). Whether or not Virtuoso will elevate the 
publisher to major status within the PC games’ 
world remains to be seen, so watch out for a 
full review just as soon as we can get our 
hands on a copy. 



Virgin Shocks The Music Industry 


I t had to happen. With the record industry 
continually losing ground to computer 
games, the merging of both markets was 
always the only way kids would continue to 
take a passing interest in what’s ‘happening’ in 
the music scene — witness the Mario, Tetris 
and Lemmings singles. Well, things have taken 
slightly unusual step further in that direction, 
and it’s all thanks to a PC game. 

Sea Of Tranquillity is a joint project 
between Virgin Interactive and a record label 
called Echo. It’s an album on CD-only, which is 
90 percent music and 10 percent binary. You 


see. Track One of the disc isn’t a potentially 
chart-topping ditty at all — it’s a fully-playable 
demo of Argonaut’s Creature Shock (on this 
month’s PC GAMES CD and reviewed this issue 
— see page 60). 

It’s a strange idea to say the least, and PC 
GAMES can’t figure out who benefits the most. 
Virgin or Echo. At the time of going to press, 
there were no firm plans to repeat the exercise, 
presumably so that the success of this CD can 
be accurately measured. What’s going to hap¬ 
pen next — will PC GAMES start covermounting 
East 17 albums? Let’s hope not, eh? 


Instant Relief ?or 

C an’t wait for the arrival of LucasArts’ Dark 
Forces? Watched the digitally remastered 
and re-packaged videos at least a hundred 
times? Still need more Star Wars action? Well, 



Star Wars Junkies 

don’t worry — there are others just as sad as 
you (both our Daves, if truth be known). Take 
some solace in the fact that LucasArts has just 
revamped its popular X-Wing collection and 
stuck it CD-ROM. 

The X-Wing Collectors CD features the bril¬ 
liant X-Wing plus its mission disks. Imperial 
Pursuit and B-Wing. On top of this, six new his¬ 
torical missions have been added, bringing the 
total number of missions to a staggering 122. 
Graphical enhancements are also promised, 
along with a new musical score and over a 
thousand lines of digitised speech. 

Distributed by Virgin, the X-Wing Collectors 
CD will be released in early December, price yet 
to be confirmed. 






















FINEST GAMES AND IT’S MISSIONS EVER PRODUCED 
AT ONE LIMITED EDITION PRICE 


LucasArts 


THREE OF THE FINEST GAMES EVER PRODUCED 
AT ONE LIMITED EDITION PRICE 


LucasArts 


PC CD-ROM C44.99 


AT UAST THE WAIT IS OVER. THREE UIMITED EDITION 
COMPILATION PACKS FROM LUCASARTS 
ARE COMING YOUR WAY. WITH A COMBINATION OF NAIL- 
BITING DRAMA, SIDE-SPLITTING 
HUMOUR, DARING ORIGINALITY AND BREATHTAKING 
GRAPHICS, YOU’LL KNOW IT’S ALL 
BEEN WORTH WAITING FOR. 

X-WING™, B-WING™, IMPERIAL PURSUIT™ 

Picking up the action from the trilogy of mega movies, get 

TO GRIPS WITH A FIGHT AND FLIGHT SPECTACULAR 
THAT NEVER STOPS FOR BREATH. STRAPPED INTO THE COCKPIT FOR 
A SPACE BATTLE SIMULATION THAT’S GENERATIONS 
AHEAD, YOU’LL BE KNOCKED BACK IN YOUR SEAT WITH A SENSE OF 
REALITY THAT’S JUST AWESOME. 

“One OF THE MOST ADDICTIVE GAMES I'VE PLAYED.,.” PC ZONE 

SAM and max hit THE ROAD™ 

BOUNDING ACROSS THE STATES, SAM - A CAUTIOUS CANINE - AND 

Max - a hyperkinetic rabbit, whisk you 

AWAY ON AN IRREVERENT ROAD TRIP ADVENTURE. THE ESCAPADES 
WILL LEAVE YOU HOWLING AND THE EXQUISITE 
FULL SCREEN GRAPHICS SERVE UP A COCKTAIL OF CHARMING 
ANIMATION AND THE FUNNIEST ONE-LINERS 
EVER TO HIT YOUR SCREEN. 

“Thoroughly recommended” 9i% PC ACTION 

DAY OF THE TENTACLE™ 

Day of the tentacle is like nothing else you’ve ever seen, 

HEARD OR PLAYED BEFORE. IN ONE ZANY 
ADVENTURE YOU’VE GOT BIZARRE INTERWOVEN PLOTS, A LIBERAL 
DOSE OF OUTRAGEOUS HUMOUR, SNAZZY 
GRAPHICS AND A HUNDRED WAYOUT SOUND EFFECTS. PLUS THAT 
ESSENTIAL ELEMENT IN ANY BIG-TIME ARCADE 
ADVENTURE - BRAIN BLASTING PUZZLES. IT WILL GRIP YOU THE 
SECOND YOU PRESS ‘PLAY’, 

“In short, it's brilliant” PC FORMAT 


INDIANA JONES<^ AND THE FATE OF ATLANTIS™ 

The enemies prepare to blast the civilized world to 
KINGDOM Come as the;y race to retrieve: 

THE secret explosive BURIED IN THE LOST CITY OF ATLANTIS. 

ONE MAN STANDS IN THEIR WAY, THE MAN 
WITH THE hat! A GRAPHIC ADVENTURE THAT WILL TRULY TEST 
YOUR GREY MATTER WITH SOME OF THE 
TOUGHEST PUZZLES YET. ’ 

ONE OF THE BEST SELLING PC GAMES OF ALL TIME 

3 LIMITED EDITION PACKS 

AT 3 UIMITED EDITION PRICES. 


X-V/ing oamg® 1992 LiirasArts Entertainmsnt C&mpany. Irnpsrial Pursuil and S-Winp games ^993 LucasArls Eftteriainmenl 
Company. All Rigtits Reseived. Osed Under Aulhonzation. Imperial Pursdll and LucasArls are Irademarks of LucasArls 
Entertainment Company. B-Wmg and X-Wing are trademarks of Lueasiilm Ltd. Hie LucasArts logo is a registered trademark 
.ol LucasArts Enlertalnmenl Company SAM & MAX HIT THE ROAD™ and (01993 LucasArls Entertainment Company. 

All Rights Reserved. Used Under AuUioriration. Sam & Max Is a trademark ol Steve Purcell LucasArls Is a Iradematk ol 
LucasArts Enlerlalnmenl Company The LucasArts logo Is a registered trademark of LucasArts Enlehainment Company 
DAY OF THE TENTACLE'” and ® 1993 LucasArts Entertainment Company Used Under Authorization All Rights Reserved 
Maniac Mansion is a regislered trademark of Lucastilm Ltd. The LucasArts logo is a registered trademark ol LucasArls 
Entertainment Company LucasArts ts a trademark ol LucasArls Entertainment Company. INDIANA JONES AND THE FATE OF 
ATLANTIS™ game © 1993 LucasArts Entertainment Company Used Under Aulhorizailon. All Rights Reserved. Indiana Jones 
and the Fate ol Altenlis is a trademark of LucasArts'Entertainment Company Indiana Jones is a regislered trademark of 
Lucastilm Md inlormatlon correct ai time ol gohig to press. 
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II III* 

Top 10 PC Games 

1. Colonization 

MicroProse 

2. Doom 2 

VIE 

3. System Shock 

Origin 

4. Doom 

Id Software 

5. Transport Tycoon 

MicroProse 

6. Sim City 2000 

Maxis 

7. FIFA Soccer 

Electronic Arts 

8. TIE Fighter 

VIE - 

9. TFX 

Ocean 

10. Theme Park 

Electronic Arts 

Top 5 CD-ROM Games 

1. Inferno 

Ocean 

2. Magic Carpet 

Electronic Arts 

3. Ecstatica 

Psygnosis 

4. Under a Killing Moon 

us Gold 

5. Doom 2 

VIE 

Top 5 PC Budget Games 

1. Fi Grand Prix 

PowerPlus 

2. Monkey Island 2 

Kixx XL 

3. Gunship 2000 

Powerplus 

4. Tornado & Falcon 3 

Digital Int./MicroProse 


5. Great Naval Battles 

Kixx XL 




Watch This Space 

S pace Ace was the second laserdisc arcade machine to 
come trundling out of Readysoft’s game factory. Like its 
predecessor, Dragon’s Lair, the game looked beautiful (possi¬ 
bly even better than the medieval visuals of Dirk’s adventure) 
but suffered a similar problem in the gameplay department, 
i.e there wasn’t any. And in this strange, topsy-turvy world of 
PC games. Space Ace, like Dragon’s Lair before it, is to be 
given a PC CD-ROM release. 

Substitute Princess Daphne for a woman called Kimberly, 
and the dragon for a blue alien called Borf, and the two 
games suddenly become identical. It’s the classic story: boy 
meets girl, girl gets nicked, boy saves girl. But the intergalac- 
tic setting paves the way for some imaginative set pieces as 


Borf tries to zap our hero with his Infanto Ray, a bolt that 
turns Ace from muscle-bound hero into blubbing eighteen- 
month old baby. 

What made the original arcade machine so special was its 
revolutionary use of cartoon graphics — unheard of in those 
days — to portray the action. But these breathtaking visuals 
had a price — the gameplay had to be compromised with the 
player only taking part in the on-screen action at specific 
points in the adventure. Of course, in those days, people 
knew no better, so the machine quickly established itself as a 
firm favourite. 

Priced at £39.99 and released sometime in the next 
month, with its full-screen, cartoon graphics. Space Ace CD 
promises to be the most faithful conversion of the old coin-op 
yet. But whether or not this is a good thing will be revealed in 
the next fun-packed issue. 


Nothing To Do With The TV Show 


O nce again, another company has 
managed to create an interactive 
movie. This time, it’s Sierra’s turn to 
tread where everybody else has already 
failed — but hopefully the previous 
examples will have educated the 
game’s designers. 

The Last Dynasty, a double-CD “fast- 
paced action movie’’, is the culmination 
of years of hard work by its designers. 
But these aren’t the usual spotty-faced 
programmers we’ve come to know and 
love (come to think of it, can anybody 
name a spotty-face programmer? God, 
there used to be loads. Now they’re all 
living the life of a pop star and looking 
dead fashionable. Bring back the old 
days, that’s what I say — there were 
loads of ugly coders, which made peo¬ 
ple like us look sexy.). Nope, the team 
behind this release comprises cine¬ 
matographers, animators and script 
writers. And programmers, of course. 

The game tells the story of an ordi¬ 
nary man who is suddenly pulled into a 
cosmic battle to save something called 
the Ultimate Knowledge from the Evil 
Masters. Very intriguing. 

In a step away from the more tradi¬ 
tional graphic adventures it’s used to 


producing. Sierra has gone all-out to be 
as innovative as possible. The Last 
Dynasty is a sophisticated combat sim¬ 
ulation in the Wing Commander mould 
— and by golly, it boasts some impres¬ 
sive features. 

Real-time mixing of music, images, 
sound effects and programming will 


make for a fast-paced game, while the 
blending of graphical styles — 3D ren¬ 
dered graphics, fractal landscapes and 
video-captured actors — should ensure 
things never become too ‘samey’. 

The Last Dynasty will be blasting on 
to CD-ROM drives across the galaxy 
early in the New Year. 






















CD Sales Break Records 


T wo long-awaited CD titles were released this month — 
with two software companies claiming to have set the 
record for best first day ship-out. 

Under A Killing Moon was the first to hit shelves, achieving 
a first day ship-out of 50,000 units — US Gold’s highest yet. 

“Over the past year, we’ve gained a unique insight into the 
way that the CD-ROM market is evolving,” says US Gold 
Marketing Manager, Tamara Grimwood. “The success of 
Rebel Assault, which was released 12 months ago, gave us a 
solid base from which to build an unbeatable CD catalogue.” 


However, it was Inferno that really set the shop floors 
alight. Ocean claimed a world-wide first day hit of 92,000 — 
only eight thousand off Virgin’s initial Doom 2 ship-out, and 
that was on floppy and CD! 

These figures are further proof that the PC games industry 
is heading towards a CD-only market. Indeed, the floppy- 
based games that have been announced for ‘95 can be count¬ 
ed on the fingers of one hand, while those appearing on a 
shiny Compact Disc require additional digits and the use of a 
calculator in order to be accurately totalled. 



Doing It The Sensible Way? 


W ith Sensible World Of Soccer still 
a good few months away (Easter 
1995 at the earliest, by all accounts), PC 
owners will have to look to Black 
Legend for a bit of footy relief. But 
that’s not necessarily a bad thing. 

Football Glory, Black Legend’s first 
arcade football simulation, hopes to 
tempt Sensi lovers to its door by taking 
the best bits from Sensible Soccer and 
adding a whole host of new ones. And 
while the more cynical among you will 
think that Football Glory’s visual style 
can be found in the dictionary listed 
under ‘plagiarism’, it seems that Black 
Legend’s tactics have worked; our sister 
mag CU Amiga awarded the Amiga ver¬ 
sion a whopping 95%, and declared it to 
be the “best football simulation... ever!” 

Football Glory plays slightly differ¬ 
ently to Sensible Soccer because Black 
Legend has added a host of new moves 
such as dummies and bicycle kicks, 
which can be accessed with simple joy¬ 
stick manoeuvres. 


But it’s the additional animations 
that really set Football Glory apart from 
the rest. We’re promised all kinds of 
wacky sequences which depict, in 
detail, events such as carrying injured 
players off the pitch and arguing with 
the ref. Strangely, if you feel the referee 
has made a bad decision, you can get 
one of your players to punch him in the 
face. And this is supposed to be The 
Beautiful Game? (Hey, I wonder if you 
can bribe the opposing goalkeepers to 
fix matches? Hmmm...) 

On paper. Football Glory has a lot 
going for it. For a start, you’ll be able to 
snap it up next month, when there 
doesn’t appear to be a great deal of 
competition, what with the World Cup 
cash-ins now distant memories. And if 
there’s one thing the PC is lacking, it’s a 
truly decent arcade football game that 
attains the same high level of playabili¬ 
ty as the Amiga version of Sensible 
Soccer. Well, we’re keeping our fingers 
tightly crossed... 



Goodbye Alex... 

Hello Alex! 

G ather round, girls, for there’s some 
sad news to tell. Games guru Alex 
Fraser has left PC GAMES. No longer will 
his flowing blond locks grace our pages, 
and no longer will we have to put jokes 
into his rather bland copy. 

But fear not, females. For some- 
times-bespectacled Alex Simmons takes 
his place — and he’s infinitely more 
funny, if only in the looks department! 

No, seriously, PC GAMES would like 
to welcome its newest team member. 
Alex has previously worked on ST 
Action, Amiga Action and most recently 
PC Player. However, when he heard 
there was a vacancy on the world’s most 
popular PC leisure magazine, he jumped 
at the chance. Unfortunately, he didn’t 
get the job, so he had to make do with 
PC GAMES. 


Rolling Around The ‘Net 

Although Imp wouldn’t agree, the Internet is the place to be right now. 
Most youth magazines are regularly running features on how best to surf in 
Cyberspace, with even ‘cool’ magazines such as Select, Loaded and even 
Empire, devoting columns and features to it. 

Perhaps the most interesting recent development is the news that the 
next Rolling Stones concert is to be broadcast live down the ‘Net. BBS users 
will simply be able to log-on, configure their sound cardsand sit back and 
enjoy the dulcet tones of Mick, Keith, and, er... all the rest of them. 

Look out for more hard facts just as soon as we can get them. And if this 
story proves not to be true then blame The Big Breakfast. We copied it off 
them, you see. 



Team Talk 


Who are the geezas who write PC 
GAMES? And just what or who 
has taken their fancy this 
month? All is revealed 
below... 


David Upchurch 


Editor 

“I went away on holiday 
this month, leaving my 
colleagues to complete 
the mag without me. In 
fact, I wasn’t even going 
to come back at all. Oh, J 

how I miss the beach. I 
miss the sand too and I miss swim¬ 
ming in the clear waters of the Med. 
Would I have come back for Under 
a Killing Moon? Er, no. Not 
really.” 



Dean Evans 

Assistant Editor 

“Apart from finishing 
Little Big Adventure, 

I’ve been toying with 
the idea of bumping off 
Dave and taking control 
of the magazine myself. 

All I need to do is lay a 
trail of cakes towards Beachy Head 
and then one good push and...” 






7 ^ 


Alex Fraser 

staff Writer 

“Well, apart from clearing 
out my desk and remem¬ 
bering all those great 
times we all had... staying - ^ 
until 12 o’clock every 
night, giving up our 
weekends, having no 
friends or a social life... 

I played Novastorm. I 

just love playing all the 

average games that 

score below 75%. Thanks for giving 

them to me Dave. ” 



David Kelsall 

Art Editor 


“While Alex has been clear¬ 
ing out his junk. I’ve man¬ 
aged to sneak onto his wm 
PC to play Ecstatica. I ■ 
just love the atmos¬ 
phere, the flatulent 
bear, the werewolf, the 
statue doing a wee-wee 
and the... oh hang on a 
minute, I’ve got to go and have anoth¬ 
er ... quack. Ooh, sorry about that. 
Excuse me. Clear the way please. I 
think I’m going to-” 























equipment 


teles you 


ini 10 impro¥ 


sterling and v 


leasure, but doi 


now your 


r t.~ 


need this! 


)n sale Nov 26th 


‘You’ll find in all 

good newsagents next to the Hi-Fi Magazines.’ 


STEMS 


iMWllSltSTTOW^ 
IN OUR IftBS. PftGt 


Puis. Mow wa^ vow 

VCB to make bottof 
movies. paB® 


made.i 

UK'S utnw^ 


sa 






The new3DO *Super Console* offers flashy graphics, classy sounds and ace 
gameplay. But don*t sell your 486 just yet, because Creative Labs have come 
up with a way for PC owners to enjoy the gaming pleasures of both worlds, 

PC GAMES investigates,,. 


r hose PCs never used to be up to much. Compared to their console coun¬ 
terparts, they were just way too slow for serious games playing. The 
Sega and Nintendo machines could shift their sprites and backgrounds 
around so quickly, which made for bright, colourful, frantic gaming. As for the PCs, 
they came off best in games where the machine was required to ‘think’: strategy 
games, RPGs, flight sims and the like. 

Things got better for PC gamers when processors got faster. Everything else got 
faster too — graphics cards, hard disks, the works — until now you can get awe¬ 
some power from a Pentium chip, the 24-valve, turbo-charged version of a PC. 

It’s not all just about speed though. Because of the quality of the hardware, we 
can get so much more from our machines now. Think about how good the music and 
effects from soundcards are now compared to the internal speaker, that horrible 
bleepy thing that, well, bleeps when you switch on the computer. Yes, games used 
to run off that. Sod nostalgia — it’s enough to make you shudder. 

You’d have thought, then, that by now the PC would have got the games scene 
sown up, right? But the console makers haven’t been standing around twiddling 
their electronic thumbs, you know. No way, Jose. You need only look at the ‘next 
generation’ consoles to see that they’ve been keeping pace, machines like the Atari 
Jaguar, the Sega Saturn... And the 3DO. 


The 3DO Card? 

Yes, the 3DO card. It’s like 
having a 3DO machine inside your 
PC, and it has been created by the 
technical development chaps at 
Creative Labs (no doubt in the lulls 
between developing new Sound 
Blaster cards). 

How does it work? Well, you simply 
plug it into your computer, like you would 
a soundcard, and hook up the cables. Then 
you install the software. After all that hoo-hah 
(it’s not too bad, actually, and if you get stuck the 
manual has some pretty nifty explanations of what to do) you 
stick a 3DO game disc into your CD-ROM drive and click on the 3DO icon in 
Windows. It then does all the rest. Guaranteed. 

There’s one small insect in the ointment, though. The current version of the 3DO 
card only works with Creative’s own soundcards and CD-ROM drive. If you’ve got 
anything else, then you’ll have to wait till March, when we’re promised a version 


ThesDO? 




Yes, the 3DO. It’s new and exciting, and there are some storming games on 
it. Sure, it’s only another console, with many of the inherent limita¬ 
tions of‘old’ consoles (i.e. no keyboard, limited ‘save game’ 
potential, largely ‘action-orientated’ gameplay), but the 
quality they seem to be achieving on some of their 
titles is pretty damn hot. You get CD music and 
beautiful video graphics wrapped around 
some seriously good gameplay — at 
least, you do on some of the games. 
True, the 3DO has its fair share of 
duff titles too, but it’s more about 
potential at this stage — and 


the 3DO has lots. 

So, should we PC players 
be quaking in our boots 
that everybody’s going to 
give up designing games 
for our machines, and 
bow down with the oth¬ 
ers in front of a 3DO 
console chanting 
“We’re not worthy”? 
Not a chance. Instead, 
we can carry on, safe in 
the knowledge that the 
widespread use and 
sheer flexibility of the 
PC will ensure the com- 
panies will continue to 
write great games for it, 
and we can play any 3DO 
W titles that'take our fancy 
f without buying a console. 

Hurrah for that! But 
how? By buying the 3DO card 
for your PC, that’s how. 


(Above) White-knuckle biking in Road Rash. Brmmin. 
(Below) Alone In The Dark gets the 3DO treatment. 



My word, what a big one. Measuring up at a whopping 13 inches, the3DO Blaster will only just 
fit inside most PC casings, so slide it in gently for hours of fun and games. 


that runs on any system. If you don’t have a CD-ROM or soundcard, then you can 
buy a multimedia upgrade kit when you get the 3DO card, of course — Creative Labs 
will gladly take your money. 

There are a couple of things that make this little invention worth a second look. 
First, at under U 300 it’s IJ 150 cheaper than the 3DO console itself, and runs neatly 
as part of your PC. Second, it runs all the games without straining the system at all. 
That means that even if you have an old 386 and can’t afford to just walk into 
Dixons, slap a wad of twenties on the counter, and say “Give me a Pentium”, then 
you can still play games that are bang up to date, play fast, and look and sound 
great. And believe me, in certain ways there’s not much on the PC to compete with 
certain 3DO games. 











There are several excellent reasons for drooling over the Creative Labs 3DO card, 
and these excellent reasons are... 

Road Rash 

Race around on a high-speed motorbike, bashing your street-smart opponents 
and dashing against the clock. Brilliant texture-mapped 3D graphics and violently- 
addictive gameplay. 

FIFA Soccer 

Has the same excellent (if tricky to get the hang of) gameplay as its PC counter¬ 
part, but the TV-style presentation and the high-resolution, multi-view 3D graphics 
put it streets ahead of the competition. 

Twisted 

A weird fantasy TV gameshow in which you’re the star! Although essentially little 
more than a load of bizarre puzzles strung together, it’s great fun. 


The 3DO Games? 

All right, so I’ve said that the 3DO games are a bit of a mixed bag at the moment. 
Some high-profile titles like Gridders didn’t stir me at all - it’s nothing more than a 
glorified puzzle game, and a bit snore-worthy at that. Others are conversions of PC 
games that haven’t come off the better for it. Take Super Wing Commander, for 
instance — Wing III will just blow it away. And that’s not the only one of its kind. 

On the other hand, all you need to do is see a crowd of gawping PC players gath¬ 
er round a 3DO machine when Road Rash kicks in, and you’ll see what the fuss is 
about. It’s by far the superior of other Road Rash console versions, with presenta¬ 
tion and speed that’ll leave you totally gob-smacked. Or try John Madden’s Football 
on for size — it’s an updated 1995 lease of life for an old PC game, which is totally 
addictive compared with other American Football games. 

One big advantage of 3DO games is the very fact that they’re designed for a con¬ 
sole and a joypad. That makes them all very easy to learn and control in comparison 
with their PC counterparts. With Road Rash, for instance, you’ll be up and running 
over pedestrians and beating up traffic cops in a matter of moments. And all it takes 
is one trip up the Pacific Highway to get you hooked into the ‘oh. I’ll just have one 
more race’ syndrome. Always a good sign. 

tHe GOOD... _ 


Wrap It Up, rU Take If... 

So there it is, a £300 add-on for your PC that allows you to enjoy ‘next genera¬ 
tion’ games without shelling out a fortune on a new Pentium PC... 

...Well, maybe. For a start you have to have the right CD-ROM drive and sound- 
card. And, of course, it’s only really worth your while getting a 3DO card if all the 
new games are more akin to Road Rash rather than Gridders. 

And then, of course, you’ll be missing out on all those great Pentium games that 
are beginning to hit the shelves, which potentially will make the 3DO stuff look very 
shoddy. And as Pentium prices start to drop (and more games appear that make full 
use of it) in the next year or so, it’ll make more sense to get one. 

And then there’s always the jaguar to consider. That’s due to get a PC card in the 
spring, and it’s pretty much in the same place as the 3DO right now, 
with a small bag of mixed-quality software and only a whole 
heap of gaming potential to keep us interested. Of 
course, you can be sure that we’ll run you the details 
when they crawl out into the light of day. 

What a load of options. So what can you do? 

Enter our big Christmas compo on page 28, 
that’s what, and win one of two 3DO cards, all 
courtesy of PC GAMES. Now aren’t we nice 
to you? 



...aND tHe Bao! 

There are also several excellent reasons for not being interested in the 
Creative Labs 3DO card, and these excellent reasons are... 

Sewer Shark 

Originally produced for the Mega CD console. Sewer Shark is one of those basic 
FMV shoot-’em-ups, where the graphics dominate and the gameplay seems to have 
been slapped in as an afterthought. Er, apparently you thunder along various sewers, 
shooting rats and other unsanitary imaginings. Microcosm down the drains, anyone? 

Alone In The Dark 

3DO Alone In The Dark is basically a tarted-up version of the old PC classic, which would be 
quite good were it not for the fact that (a) controlling Carnby using the controls on the 3DO’s 
joypad is a nightmare; (b) despite the 
3 DO’s custom graphics chip it looks 
worse than the PC version and, finally, 

(c) you can already get it on the PC. 


00--(£N^-€H6H3HEKD^ 













STRIKE 






inni 


Screenshots from PC formats. 


PC SmATEGY PC ACTION PC ADVENTURi 


.w"’ 'Ki '-M 


• 4 maior ca 


ns. 


t combat missions. 


• Rescue downed comrades. 

• Use satellite intelligence to 
plan missions and map 
progress. 


THE WHOLE 
HOLDS ITS BREATH! 

Without warning, the armies 
of the evil dictator General 
Kilbaba have swept into a 
tiny neighbouring emirate 
and are holding the 
country to ransom. The 
President has chosen you to 
fly a series of pre-emptive 
missions in the awesome 
Apache attack 
helicopter. 


• 30 dii 


real tima world and take 
out SCUDS/ tanks, chemical 
weapon plants, nuclear 
reactors, airfields, 
todoTiand roaming 
einemy units. 


m 

SEQUEL 0 

Kilbaba is dead, but his 
is hell-bent 

f?;'' 


hU 


c 
















On CD-ROM and 3.5" Disks 
for IBM PC & Compatibles 


son 


forces with Carlos Ortega^me'WortC's 
number one drugs baron and 
commander of a huge private army. 
Ibgether they are threatening to launch 
a nuclear strike against the United States. 


Pilot a Commanche 
helicopter, an FI 17A 
Stealth Fighter, an MX-9 
Attack Hovercraft and 
an Assault Motorcycle. 

8 varied campaigns 
with over 30 different 
missions. 




• Huge array of state of Ae art weaponry. 

• Satellite intelligence, mission log and status 
function displays. 


Gremlin Interactive Ltd, Carver 
House, 2-4 Carver Street, Sheffield 
si 4FS, England. Tel: (0114) 275 3423. 

© Electronic Arts. All rights reserved. 
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MEGA CD 
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YouVe read about the 3DO Blaster on page S3, now win it in this amazing compo. all 
thanks to Creative Labs (bless 'em). We have two to give away, PLUS bumper Xmas 
hampers containing eVGRY game reviewed this issue! 


PC games are great, aren*t they? we’ve got Magic 

Carpet, Inferno, Little Big Adventure, US Navy Fighters... in fact, a 
whole suitcase of games that simply wipe the floor with the 
consoles. Yes, you can keep your Donkey Kong Country and your 
Super Mario Land games, because the humble PC is destined to 
become the future of interactive entertainment. 

In fact, the PC is so versatile these days that, with the addition 
of a simple add-on card, it can display Full-Motion Video. In fact, it 
can even run games designed for other computers. With software 
emulators, for example, it can already run classic ZX Spectrum and 
Commodore 64 games. And in the coming year, the PC will also be 
blessed with hardware that will allow it to run CD-i, Atari Jaguar 
and even 3DO titles. 

The 3DO Blaster from Creative Labs is one such add-on card. It 
fits snugly inside your PC just like a sound card, and after 
installing the emulation software, booting up Windows and click¬ 
ing on the 3DO icon, your PC instantly becomes a rooting-tooting, 
games-blasting 3DO. 

Yes, with the 3DO Blaster card you can play Road Rash, FIFA 
Soccer and John Madden’s Football without cramming another box 
onto your desk. You can play them in a little window, or full¬ 
screen, and it’s just like playing on a real 3DO — there’s no differ¬ 
ence in speed and no difference in performance. 

But best of all, the 3DO Blaster runs 3DO games no matter how 
fast your PC is. Even if you have a clunky old 386, for example, 
with the 3DO card nestling inside your PC, you can still play a 3DO 
game at the same speed as a 486 or a Pentium owner. 

The RGAL Thing 

And you can win one. Yes, you. You see, Creative Labs is so 
pleased with its technological marvel, that it has decided to give 
two 3DO Blaster cards away to our readers, plus a selection of the 
best games that the 3DO has to offer. 

The first prize is a complete 3DO Blaster multimedia kit, which 
contains the 3DO Blaster card, a double-speed CD-ROM drive and 
a brand-spanking new Sound Blaster 16 soundcard, in addition, 
the lucky winner will also receive a variety bag of 3DO games, 
including Road Rash, FIFA Soccer and, er, Gridders, probably. And, 
if this wasn’t enough, the winner also gets to take home every sin¬ 
gle game reviewed in this issue of PC GAMES — full price, budget, 
CD Updates, everything. 

As for the second prize, we have a second 3DO Blaster card to 
give away, plus a value-pack of 3DO games, plus every single PC 
game that’s been reviewed by Dave, Dean and Alex in this issue. 
How about that for a Christmas present? 



























The Small Print 
Only one entry per household. 
This competition is not open to 
employees of EMAP Images, 
their relatives or their friends (if 
they have any). The competition 
closes on the 2nd of January 1995, 
and the winners will be notified 
shortly afterwards. No alternative 
prizes will be offered. The Editor’s 
decision is final (he’s a hard man, you 
know) and no correspondence will be 
entered into. While every care is taken, we 
cannot accept any responsibility for entries 
lost or damaged in the post. 


How To GntGP 

As Christmas is almost upon us, there’ll be no clever word-play, no 
tricky puzzles or boring old “I’d like to win the 3DO card because... 
questions. No, this time we’re going to keep it all nice and simple. 

All you have to do is is read the three questions below. You then 
choose the correct answer from the three choices available, and write 
them down on a postcard or the back of a sealed envelope. For 
example, if you think that the answer to Question 1 is ‘Ad Lib’, 
then write 1 (a) on your entry. 

When you’ve answered all the questions to the best of 
your abilities, add your name and addres to your entry and 
send it to us at: Oh-Oh-3DO Compo, PC GAMES, Priory 
Court, 30-32 Farringdon Lane, London ECiR 3ALI. 

All entries must reach us by the 2nd of January 
1995 (Happy New Year, by the way), when the 
winner will be drawn from Dave Kelsall’s novelty 
Chewbacca mask with all the pomp and silliness of 
Noel Edmonds doing the National Lottery. 


Th 05 £ QuEstions Are... 


1. Creative Labs make which 
family of soundcards? 

(a) Ad Lib 

(b) Sound Blaster 

(c) Roland 


2. ‘3DO’ stands for... 

(a) 3 Dead Orang-utans 

(b) 3 Dimpled Oranges 

(c) Absolutely nothing at all. 


3 * The 3DO card runs under... 

(a) Microsoft Windows 

(b) One minute and twenty- 
four seconds 

(c) DOS 6.2 
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.£16.95 




'•^dvantog^ Tennis ^ ^ 

Aegis Ouar^an ^ Fleet .. 

Al Qadim ..£23.95 

All new World^^ Lemming# ..£29.95 

Alone in the Dork. £16.25|j 

Armoured Fist.....£29.95 

Bottle Isle 2.....£31.95 

Beneoth a Steel Sky .£29. 

Castles 2...^.£26. 

Colonization .£29, 

Companions of Xanrf^. . 

.^ 3 ^ 

C/clemanio..£26. 

Doric Legions .4.y,....A,.£23, 

Dork Sun & Shat. Lands ..£30J 

Dark Sun - Woke of the Ravage?.£33-^ 

Dawn Patrol ...£29.^ 

Desert Strike ...£23.^' 

Doom 2 £39.9, 

Doom Utilises Plusf.£16.2. 

Dragonsphere. £25.7; 

Dream Web . £29.9 

Ecstatica .^34.^ 

Elite It . ,.£25.7. 

Eric the Unready . ....£22.7, 

F14Gold .i.£29.95 

Falcon Gold .*.£33.55 

FIFA International Soccer .£29.95 

Formula 1 and David LeadbetterS'Golf ...£19.55 

Goblins 111 . .^i...-:)...£31,95 

Great Naval Battles II .^:.......j/...£25.75 

Hand of Fate. ,..<.....j^.....,.«£32^5 

Heimdall 11 . .,i ..£25.75 

Inferno .£36.95 

Jack Nicklaus Signah^re ...i.i.,.£12.75 

Journeyman Project 

Kick Off 111 . 

Kings Quest Anth. I-V.j 

Kings Quest VI ...! 

Klik ond Play . £29.95 

Labyrinth . £25.75 

Lands of Lore .£33.55 

Laura Bow 2 . £28.95 

Leisure Suit Larry VI ......£29.55 

Magic Carpet.£34.95 

MegaRace ...*...£25.75 

Myst. £33.95 

Nascar Racing . £29.95 

NHL Hockey 95. 

Novastorm .£34. 

Outpost . £31. 

PGA 486 Tour. £35 ’ 

Police Quest IV. £28j 

Privateer .. £33.95 

Quarantine. £2A«95 

Return to Zork .........£31^5 

Reunion .£25^5 

Robocop 3 & Dune. £1l3*95 

SeaWoSsSN-21 .£|iP5 

Sensible Soccer International .£lE75 

Shadow of the Comet. 

Sherlock Holmes III.....£ 

Shuttle .......3: 

Sim City Enhanced ...£■ 

Simon the Sorcerer...£21 

Space Quest Anthology 1 -5.£2' 

Star Control Compendium .£13^95 

Star Trek 25th...£34.^" 

Strike Commander .£32.: 

Syndicate .£32.9. 

Tne Horde...£29.9, 

Ultima VII Complete .....£25. 

UlHmaVIII .£39.95 

Under a Killing Moon .£43.95 

Who Shot Johnny Rock .£31.95 

Wing Commander & Indy 500.£13.95 

World Cop Golf .£29.95 

World Cup USA 94 .£21.55 


Ancient Lands (Microsoft).£39.95 

Art Gallery (Microsoft) .£39.95 

Cinemanio (Microsoft) .£39.95 

Corel Draw 3.0 OEM...-.£54.95 

Dangerous Creatures (Microsoft).£39.95 

Dinosaurs (Microsoft)...£39.95 

Distant Suns 2.0.£44.95 

Encarta 95.£61.95 

Encyclopaedia of Science.£72.95 

Gold Medal Vol 1 Shareware ...£9.95 

Gold Medal Vol 2 Shareware .£9.95 

Gold Medal Vol 3 Shareware .£9.95 

interactive Space Encyclopedia .£38.951 

J.F.K. Assasination .£33.95 

Lover's Guide . £22.75 

Oxford Concise Dictionary.£38.95 

Oxford Diet, of Quotes .£38.95 

Oxford Thesaurus .£38.95j 

Prehistoria .£49.95] 

Prince Interactive (PC CDM)...£37.951 

Tune Land (PC CDM).£29.55 

Warplanes: Modern Fighting Aircraft.£31.95 


Arthur Teaches Trouble OEM.£19.95 

Berlitz Think and Talk French.£99.95 

Berlitz Think and Talk German......£99.95 

Berlitz Think and Talk Italian.£99.95 

Berlitz Think and Talk Spanish.£99.95 

Biosphere .£38.95 

Discoveries of the Deep .£26.95 

Just Grandma and Me OEM.£19.95 

Little Monster at School .£29.95 

My 1 st Incredible Dictionary .£38.95 

Normandy'The Crusade .£35.95 

Ruffs Bone .£29.95 

Stowaway .....£38.95 j 

Syracuse French 9-Adult.£22.75J 

Syracuse Spanish 9-Adult.£22.7“ 

Tne Discoverers .£30.95 

The Ultimate Human Body .£59.95 

The Way Things Work.£59.93 

Tortoise and the Hare.£30.93 


j’/i/\jL yyj/rj 

We aim to offer the highest possible level of service to our customers 
our unique money back guarantee/ insured same day despatch/ 
i^ptippal next day delivery (guaranteed ■ or £10 off ybiirVifejltorder) 
UW I® - plus the new price pledge - simply put: 

WE PROMISE TO BEAT ANY ADVERTISED PRICE. 

I Add to this our helplines - manned by PC enthusiasts - and you can 
order with complete confidence, whilst saving an average 34% off 

High Street prices. 
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CD SPECIALS J. 

7th Guest OEM.£18.95 

10 Year Anthology .£18.95 

Arthur Teaches Trouble OEM.£19.95 

Bookshelf (Microsoft) OEM.£37.50 

Capital Hill .£14.95 

World Atlas 4, Chess 4000.Mavis Typing OEM .£19.95 

Chess Master 4000 OEM.£19.95 

Civilisation and Railroad Tycoon Deluxe .£19.55 

Compton's Encyclopaedia 94 Int OEM.£19.95 

Critical Path OEM.£18.95 

Darkseed OEM.£19.95 

Day of the Tentacle OEM.£19.95 

Formula 1 Grand Prix and Golf .£19.55 

Formula 1 Grand Prix .£12.95 

Gabriel Knight OEM.£19.95 

Grolicrs Encyclopaedia Ver60EM.£24.95 

Indy. Fate of Atlantis OEM.£19.95 

Iron Helix OEM.£19.95 

IsharlorU. C9.95 

Just Grandma and Me OEM.£19.95 

King's Quest Vi . £15.95 

Kodak Photo CD Access .£14.95 

Mad Dog McCree I or II OEM.£19.95 

Microcosm OEM.Cl8.95 

Rebel Assault .£23.95 

Red Shih . £39.95 

Sam & Max.£23.95 

Shadow Worlds .£9.95 

Strip Poker .£14.95 

Subwar 2050 OEM.£19.95 

ALL PRICES INCLUDE VAT 


TEX .E24.95 

Theme Park .£24.95 

Tornado Desert Storm .£19.95 

UFO Enemy Unknown OEM.£19.95 

Warplanes: Modern Fighting Aircraft.£31.95 

World Atlas IV.£14.95 

World Atlas Ver. 5 OEM £ 18.95 

PC SPECIAL OFFERS 

Beneath a Steel Sky .£19.95 

Championship Manager Italia .£9.95 

Chess Master 3000.£9.95 

David Leadbetters Golf .£8.95 

F15 Strike Eagle III . £12.95 

Flight Sim 5 . £19.95 

Grand Siam Bridge.£16.95 

Harrier Jump Jet.£15.95 

Indy Car Racing .£18.95 

Jimmy White's Snooker .£9.95 

Legends of Valour .£12.55 

NFL Coaches Club FB £9.95 

Pinball Fantasies .£20.95 

Pool . £9.95 

Premier Manager 2 .£9.95 

Sim City and Populous .£17.95 

Star Lord .£24.95 

TFX .£22.95 

Theme Park .£22.95 

Ultima VIII . £19.95 

World Atlas IV £13.95 

X Wing . £22.95 

Zool .£7.95 


CH Flight Stick Joystick (PC).£34.95 

CH Flight Stick Pro Joystick (PC).£59.95 

Gravis Analogue Pro Stick (PC).£37.95 

Gravis JoysKck - Block (PC).£29.95 

PC Optix Joystick .£31.95 

Warrior 5 Joystick (PC).£10.95 

Logic 3 Gamecard (8-20 or 25-60MHz) ..£9.95 

Mach 3 SHck (PC).£26.95 

Sound Blaster 16.£99.95 

Sound Blaster Pro Deluxe (PC).£84.95 


kll items guaranteed for one year. Price guarantee is 
ers ptqced before 3pm Mon to Fri. Witfi mext day 
on request. E & O.E. All trade marks acknowledged, 
a consultant to the company. 


1942 Pacific Air War" 

' 4#- Combat Classics 
Air Warrior 
Al Qodim ... 

All new World of lemmings. 

Mona in The Dork 2 
llone in the Dork . 
gide Pool 

uradFist. 

I Harrier Assault . 
ord Winners Gold . 

J Isle 2 . 

liOf Ent. Pock (Microsoft) 

I Fodder ... 

TS at War 2 . 

^_ '94 End of SeasoB 

Ump. Manager OBiiipendiiiai 

XChaos Engine. 

Chuck Yeagers Air Combaf ... 

Colonization .; 

Comanche Maximum Overkill 
Companions of Xonth . 

Corridor 7 .. 

Creative Writer (Microsoft) . 

Dork Legions 
Dork Sun - Woke of the Ravoger 
Dork Sun Shot. Lands 
Down Patrol 
Day of the Tentacle 
slto V 

Desert Strike 
Doom 2 
Doom 

DOS 6.2 Fit. Sim 5.0 
Dream Web ... 

Dune 2 

Dungeon Hock 
Elder Scrolls Arena 
Elite II 

Evasive Action 
Eye of the Beholder III 
F14 Fleet Defender 
F19 and Mig 29. 

Fantasy Empires . 

FIFA International Soccer , 

Fine Artist (Microsoft) 

Flight Sim 5 New York 

Flight Sim S Paris . 

Flight Sim 5 Washington 
Flight Sim Toolkit. 

Gabriel Knight 

Gool! . 

Goblins III 

Great Naval Battles 11 
Hand of Fate . 

Heimdall II . 

In Extremis . 

Indianapolis 500 . 

Indy Car Circuits . 

Indy Fate of Atlantis Adv. 

Ka - 50 Hokum 

Kick Off III . 

King's Quest V. 

King's Quest VI . 

^ Xlik and Play . 

[inds of Lore ... 

ura Bow 2 . 

kure Lorry Vi . 

Kks 386 Firestone . 

Rnks 386 Mouno Keo . 

^Links 386 Troen North. 

Links Pro 386. 

Links. 

sMaster of Magic. 

"Masters of Orion. 

^Mig 29 Fulcrum. 

Aonkey Island il . 

JNoscar Racing . 

OS/2 Warp . 

^Outpost . 

verlord. 

.^Pacific Strike . 

, Pinball Dreams . 

^Planet Football. 

, Police Quest IV. 

Populous and Promised Lands . 

-power Monger . 

^ Privateer. 

, Privateer: Righteous Fire.. 

Ppsh-Over . 

^QEMM + Gomes . 

Quarantine . 

2uest for Glory IV... 

"Return to Zork . 

(Reunion . 

^ Sam & Max . 

fSeaWolf SSN-21 . 

"Shadowlands. 

I Sim City 2000. 

Sim City Classic . 

SimCity & Lemmings. 

Simon the Sorceror . 

Space Hulk . 

Space Simulator (Microsoft) . 

Star Wars Screen Entertainment... 
Strike Commander Tactical Oper. 

Strike Commander . 

Subwar 2050 . 

Syndicate . 

System Shock. 

Terminator 2 . 

The Immortal . 

Tie Fighter . 

Tornado ■. Desert Storm . 

Transport Tycoon . 

Ultima Underworld II (Labyrinths) 

Ultima VII Block Gate . 

Ultima VII Port II Serpent Isle. 

Wolfenstein 3D . 

X Wing B Winjg . 

X Wing Imperial Pursuit . 
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.£8.75 

.£26.95 

.£9.95 

.£22.75 

.£28.95 

.£15.95 

.. £199i,i*-^ 
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.£10.95 

.£18.95 

..J:22.75 

.E9.915 

.£29.95 

_ 7X.29.55 

.£34.95 

.£23.75 
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..£22.95 
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.£25.75 

.£19.95 

.£10.75 

.£28.95 

.£9.95 
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.£25.95 
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.£16.25 

.£16.25 

.£25.75 

.£9.95 

.£25.75 

.£16.95 

.£25.75 

.£25.75 

.£25.75 

.£25.75 

.£24.55 

.£9.75 

.£11.55 

.£25.75 

.£26.95 

.£19.55 

.£22.95 

.£28.95 

.£26.95 

.£24.95 

.£25.75 

.£26.75 

.£16.25 

.£16.25 

.£16.25 

.£29.55 

.£10.95 

.£29.95 

.£28.95 

.£8.99 

.£11.95 

.£26.95 

.£69.95 

.£27.25 

.£29.55 

.£29.95 

.£24.95 

.£19.95 

.£25.75 

.£8.95 

.£8.95 

.£32.25 

.£12.75 

.£8.99 

.£67.95 

.£26.95 

.£25.75 
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.£25.75 

.£27.95 

.£28.95 

.£6.75 

.£25.75 

.£11.75 

.£16.95 

.£25.75 

.£28.95 

.£28.95 

.£19.95 

.£13.95 

.£32.25 

.£26.95 

.£28.95 

.£29.95 

.£16.95 

.£8.95 

.£25.95 

.£30.95 

.£29.95 

.£28.95 

.£25.75 

.£11.75 

.£28.95 

.£12.95 

.£13.95 

.£12.95 
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..£ 9.59 


CHNiCAL SUPPORT 


CALL FOR SAME DAY DESPATCH 0 


MANY MORE ITEMS IN STOCK, ALL MAJOR CREDIT aRDS ACCEPTED 


POSTAGE & PACKING 

1 st Class Insured £2.50 per item, 2nd Class Insured Cl .95 per item, UK 
guaranteed next day delivery £4 extra per urder. EEC £3.00 per irem, (Non EEC 
£6.00 per item & VAT exempt). All Prices include VAT. 5end orders by mail to: 
Sintloir Direct, P.O. Box 3601, London N19 3HW, 
ocEnxon:071 272 5553. 


Special offer CD's markerd as OEM are complete 
subject to stock availability and does not apply tc 
delivery' orders placed Fri, are only guaranteed for 


.tnictions but are unboxed - our money back guarantee still applies, phone for more details if in any doubt. VAT is includi 


jlies to stock items only and tol 
u!l terms and conditions availa 
with Amstrod dIc. Clive Sinclal 
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TH€ SHAPE OF 
THINGS TO COME 


will see the first year that the PC truly becomes a mass-market games machine. Softcos, 
wary of supporting declining formats such as the Amiga, perceive the PC as the only growth market. 

For the first time ever, arcade games and simple shoot-’em-ups are being developed first on the PC 
and then converted to the other machines. Of course, shoot-em-ups and arcade games aren’t neces¬ 
sarily the kind of titles we’d like to see, which is why it’s encouraging to learn that there’ll be plenty of 
Ecstaticas and Magic Carpets in 1995. 

Yup, here’s a lot to look forward to next year. Just feast your eyes on these... 








...TH€ SHAPE OF THINGS 





JANUARY 


BloforgE 

Origin — January 

Initially due for release during 1994. 
BioForge has slipped back to ‘95 as 
Origin struggle to create what they 
hope will be the World’s first truly 
interactive movie. It’s very different 
from previous so-called interactive 
movies tlljS|gh, having dispensed 
with the usual second-rate B-movie 
thespiany^ivour of what Origin call 
“synthetpHors”. 

Controlling one of these synthetic 
guys, a cyborg called Lex, BioForge is 
a sort of futuristic version of Alone In 
The Darl< ^Lik e AITD, you have total 
control oH|Lex, rather than occa 
sionally interacting and telling him to 
turn left or right. 

However, exploring the alien 
colony you are dumped in is just one 
of the many aspects of this gripping 
action/adventure game. Lex must 
solve tricky puzzles to pass safely 
through the hostile space station, 
occasionally resorting to a variety of 
hi-tech laser rifles and pistols to fend 
off the weird creatures which patrol 
the complex. 

Using fixed backdrops which were 
initially created in 3D Studio then ren¬ 
dered from various angles, the game 
engine itself decides when to cut 
between viewpoints depending on the 
action Lex is attempting to perform. 
Amazingly, Lex is completely free to 
interact with the backgrounds, and 
has the ability to manipulate almost 
any object he encounters. 

It’s this degree of freedom, com¬ 
bined with lavish presentation and 
absorbing gameplay, that looks set to 
make BioForge one of next year’s 
biggest releases. 


Without a doubt, this is the most eager¬ 
ly awaited PC title of the year — and it’s 
coming out in less than two months’ 
time! As I’m sure you’re aware. Alone In 
The Dark 3 finishes off the popular 
series with an adventure that takes the 
best bits from the previous two games 
(the tense, claustrophobic atmosphere 
of the first AITD, and the style and 
graphical finesse of the second), lumps 
in a new scenario and characters, and 
ups the ‘scary factor’ by at least 100%. 

Set in a Wild West ghost town. Alone 
In The Dark 3 sees the return of Edward 
Carnby as the ever-valiant private 
detective. During the course of the 
adventure, we’re promised more 
emphasis on puzzle solving than fight¬ 
ing (something that couldn’t be said 
about AITD2) and a sneaky peak at the 






Alone In The Dark 3 

Infogrames —January 


‘next generation’ of Alone In The Dark 
games, as Infogrames premiers its lat¬ 
est all-singing, all-dancing, all-prancing 
3D polygon routines. 

Having learnt what works and what 
doesn’t, thanks to its experience with 
the first two AlTDs, we’re confident that 
Alone In The Dark 3 will be a fitting end 
to a brilliant trilogy — and rapidly estab¬ 
lish itself as the scariest PC game ever. 


based around Terry Pratchett’s hilari¬ 
ous Discworld novels. Featuring the 
voices of Monty Python’s Eric Idle, 
Blackadder’s Tony Robinson and Dr 
Who’s John Pertwee, Discworld’s witty 
script was written by a professional 
comedy writer, so expect humour by the 
bucket-load (unless the writer in ques¬ 
tion is Carla Lane). 

With some absolutely gorgeous 
backdrops and wonderfully-animated 
characters, Discworld looks set to give 
the LucasArts and Sierras of this world 
a run for their money. 


Virgin —January 


Virgin kicks off its most hectic PC 
release schedule ever with this futuris¬ 
tic robot combat simulation where pre¬ 
sent-day weapons meet the explosives 
of tomorrow. 


Discworld 


Psygnosis —January 


After months of snippets and sneak pre¬ 
views, Psygnosis’ Discworld is now in 
the latter stages of software develop¬ 
ment and should be released shortly 
after Christmas. 

By now you could probably reel the 
game’s storyline off the top of your 
head, but for the uninitiated, Discworld 
is a point’n’click graphic adventure 


Iron Assault 
































TO COM€in 


— ( JANUARY ) ■ 

Bioforg« 

Origin 


Th€ Scroll 
Millennium 

utilising Millennium’s new game engine. 
The Scroll is an adventure set in Egypt. 


DIsoMOrid ScnsIbtaGolf 

Psygnosis Virgin 



Commanding a huge metal monster 
— over one hundred tons worth, to be 
precise — it’s your job to rid the world 
of a greedy corporation, whose military 
research has equipped it with an almost 
limitless supply of weapons. Your pow¬ 
erful assault vehicle may sound big and 
clumsy, but it has the shape and versa¬ 
tility of a humanoid. 

By completing a string of action- 
heavy missions, the player’s finances 
and ranks increase, the choice of equip¬ 
ment and weaponry improves, classified 
information becomes more readily avail¬ 
able, and the focus shifts to strategic 
planning more worthy of a leader capa¬ 
ble of overthrowing the oppressors. 

Actually, it looks like you lot are 
going to be in for a lot of these intense 
struggles against futuristic corporations 
(see Iron Angel and Syndicate 2, for 
example). Which one will emerge as the 
best, though, is a question best suited 
to this time next year. See you then. 



Prcmte* Manager 3 

Gremlin —January 

Premier Manager promises to be the 
biggest and best of the incredibly popu¬ 
lar series. The game may not look that 
different to its predecessors, but under¬ 
neath its glossy exterior lie some bril¬ 
liant new features, all of which should 
ensure the game establishes itself as 
one of the most popular footy manage¬ 
ment games around. 



We should now accept as standard 
the fact that football management 
games come with statistics as up-to-date 
as possible, and Premier Manager 3 will 
be no different (we’ve heard rumours 
that the stats will be updated less than a 
week before the game’s release — 
phew, eh?). The in-match display has 
been altered since PM2 and now takes 
the form of matchstick players on a pseu- 
do isometric-3D pitch, which should 
highlight defensive gaps and such. 

But the most important addition to 
Premier Manager 3’s feature list is the 
inclusion of an Assistant Manager. He 
helps with the day-to-day running of the 
club, giving you more time to concen¬ 
trate on building up a decent team and 
analysing the transfer markets. 

Look out for a full review of this one 
next issue. 


Dungeon Master II 
Interplay 

The sequel to the or/9/noffirst-person 
RPG is due out in just over a month! 

Flight Of The Amazon Queen 
Renegade 

A graphic adventure which looks like Indy 
Jones and has the feel of Monkey Island. 

Hardball 4 
Accolade 

The fourth in the classic baseball series. 

Heroes Of Might And Magic 
US Gold 

Continuing the popular Might & Magic 
series, this instalment promises hours of 
hack-’n’-slashing for the avid role-player. 

High Seas Trader 
Impressions 

High Seas Trader is a, urn, trading game 
set on the, ah, high seas. Obvious really. 

Iron Assault 
Vlrs^n 

The Last Dynasty 
Sierra 

A graphic adventure with loads of not-at- 
all-gratuitous full-motion video. 

Lost In Town 
Sierra 

Remember Coktel’s Lost In Time? Well, this 
is the sequel, but now you’re lost in a town. 

Mission Critical 
Accolade 

Legend delve into the sci-fi genre with a 
graphically stunning futuristic adventure. 


Sllpstrsam . 

Gr«nlln IntvacUvs 

Space Quest VI 
Sierra 

Interstellar janitor Roger Wilco returns for | 
his sixth hilarious outing. 

Supsr Strsfitflghtsr II 
US Gold 

Stoni lc iq) 

Interplay 

^ FEBRUARY^ | 

Alien Breed Tower Assault 
Team 17 

Man meets monster for more xenophobic 
overhead blasting. 

Alone In The Dark 3 
Infogramas 

Brett Hull '9S 
Accolade 

Take to the ice in this ‘95 season update 
of the fast-paced hockey game. 

Champ. Manager Italia '95 
Domark 

Slip on your fur-lined sheepskin jacket 
and manage your very own dream team. 

The aim of the game? Don’t get sacked... 

Command & Conquer 
Virgin 

Slowly build up your army and then 
slaughter the enemy in this wargame. 

Dark Forces 
Virgin 



Multimedia Celebrity Poker 
US Goid 

Play five-card stud against (not particu¬ 
larly) well-known celebs and starlets. 

' Prmlor Manager 3 
: Gremlin 

Red Ghost 
Empire 

From Maelstrom, creators of Lords Of 
Midnight, Red Ghost combines absorbing 
strategy with nifty presentation. 

Scottish Open Virtual Golf 
Core Design 

Core’s first attempt at a golf game will be 
a pick-up-and-play sim, so you don’t have 
\ to be a golfer to understand it! 


Frontlines 

Impressions 

Yup, it’s a strategy game. No other details 
are known a at the time of going to press. 

Hammer Of The Gods 
US Gold 

Explore, raid and pillage your way into 
Valhalla in NWC’s Viking epic. 

Jet Ski Rage 
US Gold 

Like, you’re on a jet ski and you’re ragin’. 

King Pin Bowling 
Team 17 

“it’s a fun multi-player ten-pin bowling 
game with a great budget price” claims 
Team 17’s Alan Bunker. ‘Nuff said. 



















































Seisibic Golf 


Virgin —January 


PC golf games have traditionally been 
grand 3D texture-mapped efforts with 
more Options than a range of slimming 
products (you see, that capital ‘0’ is in 
there for a reason). There have been 
some notable successes — MicroProse 
Golf is regarded by many as the bench¬ 
mark for this genre, and you’d be hard 
pushed to find a more playable simula¬ 
tion than the original PGA Tour Golf. 

However, none have used a top- 
down view. Until now, that is. Sensible 
Golf, from those bonkers guys at 
Sensible Software, is to golf games 
what Sensible Soccer was to, urn, foot¬ 
ball games. Steering well clear of all the 
technical guff that has plagued many 
golf sims. Sensible Golf promises to be 
instantly playable and fun to boot. 



This unusual approach is one which 
Sensible Software hopes will appeal to 
golfers and non-golfers alike. But don’t 
think that because the game has funny 
graphics, it won’t be as accurate as 
other golf games. This simple isn’t true 
— the Sensi boys have made a point of 
bunking off work to spend as much time 
on the course as possible. Which is 
probably why the game is slightly late. 

Up to four players (human or com¬ 
puter) can participate and — unique to 
Sensi Golf — each is visible on the 
course at the same time. There are 20 
courses to try your luck at, with an 
option to zoom-in on the golfers for a 
more detailed look at the lie of the ball. 

It seems hard to envisage a scenario 
where Sensible Golf will be anything 
other than excellent. The team’s track 
record is nothing short of impressive, 
and this release should prove that they 
can turn their hands to anything. Roll on 
Sensible Darts. 



Super Streetflghter II 

us Gold —January 

As Kylie and company kick ass in the 
Streetfighter movie which is currently 
nearing completion, US Gold are 
adding the final touches to the PC 
version of the new, bigger, beefier 
Streetfighter II game. 

Appearing almost a year after it 
originally appeared on the consoles 
to wild critical acclaim, SSF II boasts 
a bundle of new features, including 
four new fighters like Kylie’s alter- 
ego, Cammy. There’s also the kick- 
boxer Dee Jay Maximum, the tower¬ 
ing T. Hawk and lastly the small-but- 
powerful Fei Long. Additionally, 
existing fighters are blessed with a 
range of new attacks and special 


moves like Ken’s awesome Flaming 
Dragon Punch. 

Converting a game suited to the 
more arcade-friendly consoles is no 
pushover. Cramming the massive 
array of kicks, punches and combat- 
combos onto a two-button joystick 
and making it playable is virtually 
impossible, but it looks like 
Birmingham-based giants US Gold 
have just about done it. 
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Slipstream 

Gremlin —January 



The first of Gremlin’s January ‘double 
whammy’ is a futuristic flight-sim-cum- 
driving-game. Looking much like an 
updated version of Powerdrome, 
Slipstream will enable you to take part 
in a number of illegal and highly dan¬ 
gerous races in a number of different 
vehicles. There’ll be a two-player split 
screen option as well, for that ‘Doom- 
with-vehicles’-type action. 

We’ve seen an early version of the 
game running, and everything — at this 
stage at least — appears to be in order 
(indeed, one of our party remarked that 
he was having “great fun”). Obviously 
we’ll leave our official opinion until next 
issue, when you can expect a full review. 



Stonckeep 

Interplay —January 



Stonekeep has been in development for 
yearsl Previewed at the European 
Computer Show many moons ago. 
Interplay have since been perfecting the 


final product and now, some time down 
the line, it finally looks as though their 
stunning 3D RPG will eventually see the 
light of day. 

Originally best known for their Bards 
Tales series and more recently the Star 
Trek adventures. Interplay have created 
a role-playing game which they believes 
will “set the industry on its ear”. 
Sounds painful. 

But enough of the boasting, this is 
roughly what the game is all about. The 
Shadow King and his hideous legion of 
evil have nabbed the Orbs Of Life, so 
the Goddess Thera has chosen you to 
get them back. Naturally, this entails 
lots of exploring dank tunnels, solving 
the puzzles and hacking any nasties 
you come across. 

As you’ll no doubt agree, this is all 
exciting stuff, as Stonekeep’s producers 
Michael Quarles explains: “We did 
everything we could think of to make 
Stonekeep as engaging as possible. We 
removed awkward keyboard controls so 
now your movement is controlled with 
just four cursor keys and a mouse. 

“We shot tons of film footage and 
used blue screen cinematography to 
ensure the realism of our effects. The 
player watches the action unfold on a 
full-screen monitor — there are no 
modes to switch between or menus to 
distract from the game. The animation 


and 3D renderings are incredible. We’ve 
designed everything to totally immerse 
the player in the game”. 

Ambitious claims indeed from 
Interplay. Whether they prove true or not 
remains to be seen when Stonekeep is 
unleashed at the beginning of next year. 


FEBRUARY 


Dark Forces 


LucasArts — February 


Aaaiiieeee! It’s Doom! But with Star 
Wars characters in it! How can it possi¬ 
bly fail? 

Lords Of Midnight: 
TheCKadd 


Domark — February 
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Released over ten years ago on the 
Spectrum, Mike Singleton’s Lords Of 
Midnight is due to appear soon on your 
trusty PC. But rather than simply con¬ 
verting the ancient 1984 game, 
Maelstrom have created an all-new 
adventure set much later than the origi¬ 
nal product. 

For a start, the PC version’s lavish 


presentation towers above the old 
Speccy’s colour-clash graphics. Now 
Lords Of Midnight, subtitled The 
Citadel, uses a similar Voxel Space 
technique as Comanche to create the 
game’s treacherous terrain. 



Initially commanding a team of six 
soldiers, the size of your army will grad¬ 
ually increase as villagers are recruited 
by either chatting or threatening them 
with your sword. 

One of the game’s most unique fea¬ 
tures is the time-lock option which, put 
simply, means the game will run in real¬ 
time using your PC’s internal clock. So, 
for example, if you switch off your 
machine and don’t play The Citadel for 
a week or so, a week will have past in 
the game when you finally return. 
Blimey, could this be the first computer 
game which will quite happily play by 
itself without any human interaction? 



super-hard combatants such as Shang 
Tsung, Kitana and Baraka, a bald- 
headed baddy who is very well 
endowed in the fang department. 

The much-loved fatalities have 
also been re-vamped, and now each 
character can pull off at least two 
nasty moves. On top of this, there are 
much nicer ‘friendship’ moves where 
the winning character gives the loser a 
gift, and the ‘babalities’ where the 
defeated fighter is turned into a blub¬ 
bing infant. 

With top developer Probe once 
again at the helm (and it did a fantas¬ 
tic job with the original conversion), 
it’s hard to envisage the PC version 
being anything less than brilliant. 


Mortal Kombat 2 


Acclaim — February 


If violent fighting games are your cup 
of tea, then you won’t get much more 
violenter than Mortal Kombat 2 when 
it’s released in February. The sequel 
to the hugely-successful Mortal 
Kombat has received rave reviews 
from the console magazines, and the 
PC conversion looks to be shaping up 
to be just as good. 

So what’s new? Well, now the 
game features twelve fighters instead 
of the first’s eight. And the crap char¬ 
acters from the first game, like Sonya, 
have been booted out in favour of 


Total Dist ortion 

Mindscape — February 

Mindscape has plenty of PC titles up 
its sleeves, the first of which is this 
strange graphic-adventure-cum-video- 
jukebox type thingy. In Total Distortion, 
you play a record producer lost in 
another dimension, and your job is to 
make enough money to return to your 
original abode. 



But you don’t do this by entertaining 
businessmen or selling The Big Issue — 
nope. Total Distortion gives you the 
chance to build a successful music busi¬ 
ness. Bands have to be signed up and 
decent records released in order to gen¬ 
erate the amount of income necessary 
for the one-way trip back home. 

With original music and an even 
more original premise. Total Distortion 


will either be a spectacular success, or 
a spectacular failure. However, we cur¬ 
rently favour the former. Our minds 
never close — even on Sundays. 



MARCH 


llth Hour 

Virgin — March 



































The sequel to 7th Guest has constantly 
slipped since news of its development 
was first revealed. This, one hopes, can 
only be a good thing, as it’ll give the 
programmers more time to tweak and 
hone the gameplay. It’s still a fair way 
off, but look out for more news on thi 
next month. 



Fakon 4 

Micropro5€ — March 



Forget your Tornados and your TFXs, if 
it’s a real flight sim you’re after look no 
further than Falcon. 

Claimed by many to be the flight sim 
to beat all others, MicroProse and 
developers Spectrum Holobyte have 
undertaken a difficult task and are cur¬ 
rently working on a follow-up to the 
near-perfect Falcon 3. 

Chatting to MicroProse’s PR bod 
Jason Dutton revealed little, although 
what you can expect from Falcon 4 is 
essentially more of the same gripping 
stuff, but this time in glorious Super 
VGA. There will be loads more missions 
to fly, plus they’ll be a link-up option 
allowing two or more pilots to dogfight 
across a network. 

With the previous Falcon games 
proving wildly successful, we can only 
keep our fingers crossed that the fourth 
instalment follows suit. 

flight Unllmitwi 

Virgin — March 



Flight sim fans are going to wet their 
trousers when they see Flight Unlimited 
moving. For it is, without a shadow of a 
doubt, the most visually impressive 
plane game the world has ever seen. 
And it’s only 40% finished! 

What makes Flight Unlimited differ¬ 
ent to the rest is its graphics. The entire 
gameworld consists of pieced-together 
photos of a place that actually exists. As 
the player takes his plane through a 
series of stunts, the images are pulled 
off the disc and manipulated so that you 
can fly wherever you want with no 
noticeable glitches or inconsistencies. 

The effect is absolutely stunning. At 
this stage in the game’s development, 
the code is far from optimised, but it’s 
still running pretty quickly considering 
what the program’s actually doing. 
Come March, the developers hope to 
get the game running smoothly on a 
33MFIZ 486. Obviously this is going to 
restrict the user base — but as the 
industry embraces newer technology, 
this is inevitable. A price worth paying, 
we think. 

It’s rumoured that Flight Unlimited 
has been targeted by the manufacturers 
of PC VR helmets in order to ensure 
compatibility when the add-on is 
released. If this is the case then start 
saving now — Flight Unlimited will put 
the arcade VR machines to shame. 


Kingdom 

Interplay 

An adventure game with stunning car- 
toon-qautity animated graphics. 

Lords or MIdnIglib 

ThsOtadd 

Domark 

Mortal Kombat 11 
Acdalm 

Overdrive 
Team 17 

Converted from the Amiga, Overdrive is an 
arcade-style top-down racing game. 

Powerhouse 

Impressions 

Powerhouse is a strategy game but no 
details are known about the game as yet. 

Psycho Pinbaii 
Codemasters 

A funky pinball game from the Codies, 
which promises to be a darn sight better 
than all the others doing the rounds. 

Renegade; 

The Battie For Jacob's Star 
Mindscape 

SSI’s interstellar blaster based on the 
top-selling FASA board game. 

Silverioad 

Millennium 


Buried in Time 
US Gold 

Expect gorgeous ray-traced graphics in 
this sequel to The Journeyman Project. 

Cerberus 

Domark 

Yet another PC adventure game, this one 
just happens to be set in space. 

Deadline 

Miilennium 

A hostage negotiation sim. Interesting... 

Empire & Expioration 
interpiay 

“I haven’t a clue what it’s all about” 
admitted Interplay’s Alyson Goddard. 
“We’re getting some information on it 
soon though”. Great. 

Falcon 4 
MkToProM 

Right Unllmltad 
Virgin 

Incoming 

Miiiennium 

“It’s a deep space mystery”, offered Keith 
from Miiiennium. Righty-ho. 

Innocent Until Caught B 
Psygnosis 

Continues the wacky adventures of Jack T. 
Ladd — play our demo now! 


Micro Madiintg 2 

Codemasters — March 



Games don’t come much more simple 
than the Mega Drive version of Micro 
Machines, CodeMaster’s incredibly- 
playable racing game. And while the PC 
version lacked that certain ‘something’ 
so abundant on the Sega machine, it 
was still entertaining in the short term 
at least. 

Flopefully CodeMasters will be able 
to rectify things when Micro Machines 2 
is released in March. It takes the basic 
theme from the first game — which 
basically involves racing around various 
household locations in very small vehi¬ 
cles — but adds a number of frills which 
guarantee this should be the white 
knuckle ride of‘95. 

Forget racing around things such as 
sand pits and snooker tables — try win¬ 
ning a quick sprint round a pinball table 
(complete with working flippers which 


Silverload is a werewolf western. Well, 
that’s what Millennium’s PR guy says... 

Space Academy 
Mindscape 

An isometric-3D puzzle/adventure combo. 

Thunderhawk 
Core Design 

A PC update of the old Amiga chopper 
sim, with the accent on action. 


The Jungie Book 
Virgin 

Join Mowgli and become king of the 
swingers in this furious platform romp. 

Lost Eden 
Virgin 

Defeat the carnivores before they eat 
everything in sight, in this graphically 
orgasmic point-’n’-click adventure. 


Total DtolorUon 
MIndacapo 

Virtua Chess 
Titus 


Mechwarrior E: The Cians 
Activision 

Strap yourself into a giant robot and bat¬ 
tle against the computer or human oppo¬ 
nent via a modem. 


Titus challenge Kasparov’s Gambit at the 
original thinking man’s game, chess. 



IHh Hour 
Virgin 


Absoiute Zero 

Domark 

Er, it’s a space sim. 


Micro Machines B 
Gkknuistes 

Phantasmagoria 

Sisrra 

Phoenix Fighter 
Time Warner interactive 
It’s a graphic adventure. Apparently. 




American Civii War 
Empire 

3D battlefields, texture-mapped and 
Gouraud shaded-terrain, strategy... 
Empire’s new war game has the lot. 


Pianetfaii 

Activision 

Sequel to the sci-fi text adventure, 
Pianetfaii has been given the Hollywood 
treatment and is now a multimedia epic 
with a cast of over 20 ‘top’ actors. 
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flick your car if you get too close) or 
over a xylophone with vicious beaters. 

If the scrolling and artificial intelli¬ 
gence are up to par then Micro 
Machines 2 looks like being a winner. 
The multi-player mode will certainly 
cause the break-up of a few friendships, 
that’s for sure. 

Phantasmagoria 

Sierra — March 



Phantasmagoria is a far cry from 
Roberta Williams’ previous adventures, 
namely the sickeningly-sweet series of 
King Quest games. Long gone are the 
fairy tale plots and oh-so-cute cartoon- 
style graphics, to be replaced by full- 
motion video, horror stories and loads 
of gore! 

According to Sierra, Phantasmagoria 
is, dare I say it, an interactive movie 
which is set in an eerie old house which 
once belonged to a magician. He was 
far from Paul Daniels though, revelling 
in torturing his faithful wife rather than 
pulling white rabbits from a hat. 
Nowadays the magician has long since 
gone, leaving the house enshrouded in 
mystery. This leaves you, as the heroine 
Adrienne, to work out just what the hell 
is going on. 

Sierra, quite suprisingly, is playing 
down the horror element of the game, 
insisting it is integral to the plot rather 
than simply a dirty ploy to get PC 
gamers’ attention. However, at the 
moment they are contemplating a cut 
option which basically eliminates any of 
the blood and guts. 

That said. Phantasmagoria is most 
definitely not the perfect birthday pre¬ 
sent to give to your young, impression¬ 
able sprog. Swallow your pride and get 
the Mr Blobby video instead. (Er, on the 
other hand...) 


StarTrdc 

The Next Generation 

Microprose — March 

Paramount Television took a brave risk 
releasing Star Trek: The Next 
Generation almost eight years ago, con¬ 
sidering Trekkies are renown for being 
protective of their coveted 60s sci-fi 
series. A new programme featuring a 
brand new cast, new storylines and a 
different Enterprise could have caused 
uproar, but the reaction was quite the 
opposite. It was well received and now, 
seven series later, it still tops the 
American TV charts. 

So it’s an obvious choice for a com¬ 
puter game then, the rights for which 
Spectrum Holobyte promptly snapped 
up. That was over a year ago and now 
this CD-only graphic adventure is 
almost nearing completion. 

Unlike previous 8-bit Star Trek 
games and even Interplay’s pair of 
adventures (25th Anniversary and 
judgment Rites), TNG has a distinct 
futuristic feel to it. This is probably 
down to the game’s lush rendered 
graphics, which include realistic 3D 
images of each of the Enterprises main 
characters including Picard, Riker, and 
so on. 

Proving far from linear, you have 
almost complete freedom to explore the 
entire galaxy and take the Enterprise 
where you want to go, rather than fol¬ 
lowing step-by-step orders issued by 
Star Fleet command. All too often you’ll 
have to leave the comfort of the 
Enterprise and teleport to another loca¬ 
tion, assembling a suitable party to 
tackle the many perils that lurk on the 
planet surface below. 

Of course, with the entire crew of 
the Enterprise under your control, the 
role of Captain jean-Luc Picard is no 
pushover. Only someone of superior 
intellect and stature could fill his shoes. 
Are you up to the job? 



Sim Rainforest 

Maxis — March 


load and received equal amounts of 
critical and commercial acclaim. And we 
suspect this will be the case with Sim 
Rainforest. 



In perhaps the most unusual ‘Sim’ to 
date. Maxis’s forthcoming environmen¬ 
tal simulation puts you in charge of — 
yes! — a rainforest. David’s seen an 
early version of the game running and 
had this to say: “It looks exactly like any 
other Sim game. But with trees in it.” 

Of course, this is no bad thing. Every 
single Sim title has sold by the bucket- 


Slm Tower 



While the disasters in SimCity were ade¬ 
quate, there were no terrorist threats, 
gigantic gorillas, cockroach infestations 
or appearances of Santa Claus (if you 



APRIL 


Apache Gunship 

Digital Integration — April 

Best known for their hyper-realistic 
flight simulator Tornado, Digital 
Integration now present a brand new 
challenge — Apache Gunship. Like 
Tornado, Dl’s newie is also a flight 
sim, but this time you get to pilot an 
agile helicopter rather than a war¬ 
plane. In fact, you’re strapped into the 
World’s most advanced combat heli¬ 
copter, the AH-64 Apache. 

According to Debbie Durrant, Dl’s 
delectable PR exec, Apache will be 
more user-friendly than Tornado and 
will therefore appeal to a wider audi¬ 
ence, promising to “pull the player 
quickly into the thick of down-in-the- 
dirt action without ever compromising 
authenticity and depth of gameplay”. 
All compelling stuff, but what really 


impresses are the game’s slick Super 
VGA graphics and massive game area 
which covers over 1.9 million square 
miles! Whooooh! 

The first product to use Digital 
Integration’s latest super-fast 3D 
engine, Apache looks to be visually 
unchallenged, with superb detail as 
the chopper skims low across the ter¬ 
rain. There’s also the built-in mission 
planner to sink your teeth into, as well 
as a multi-player network option 
which will grab the attention of the 
more experienced player. 
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can call that a disaster). Maxis has obvi¬ 
ously realised its mistake — hence the 
appearance of SimTower. 

And guess what SimTower, erm, 
simulates? Yep — life in a tower. 

Beginning life as a mere single-star 
rated single-level office building, it’s 
your job to expand to a multi-level self- 
contained city in a skyscraper. You can 
assign names to your tenants and 
watch their daily living patterns to eval¬ 
uate how to improve the design of your 
building. 

Again, not much concrete fact is 
known about this release, apart from 
the fact that it’s going to be huge. In 
every sense of the word. 



Side* Scrolls 2; 
Dagge*fall 


us Gold —April 


4 



If you hadn’t already guessed, 
Daggerfall is the second chapter in the 
highly-acclaimed Elder Scrolls series. 
For those unfamiliar with Elder Scrolls, 
the first game. Arena (shown above), 
was a smart RPG which, I suppose, 
could be described as Doom with 
swords. Anyway, the second game is 
much the same, although there will be a 
variety of new features which Bethesda 
are currently slotting into place. 

One of the game’s all-new attrac¬ 
tions is the fully-contoured landscape 
which, so I’m told, looks absolutely 


wonderful. There are also loads of com¬ 
puter-controlled characters to interact 
with, from whom you can glean vital 
information about the quest ahead just 
by casually chatting to them. 

Another of DaggerfalTs all-new fea¬ 
tures is the option to import any charac¬ 
ters used in the original game, so own¬ 
ers of Arena can put their veteran war¬ 
riors to good use once again. Add to 
this the load of new spells available, as 
well as the game’s trading element 
(during the game you can own land, 
property and ships, and can trade all 
sorts of goods to make money) and 
what you have is (hopefully) a corker of 
a game. 

WsoncrOfIcc 

Infogrames — April 



Another H.P. Lovecraft-inspired adven¬ 
ture, Prisoner Of Ice is set in the days of 
the Second World War, and suggests 
that the Nazis had been experimenting 
with the supernatural in order to gain 
the upper hand in the conflict. 

Lots of horror and frights are 
promised, as well as the usual puzzle 
solving that die-hard adventure fans 
love. Interestingly, there’ll be two pos¬ 


sible endings — which you select — 
depicting a cheery outcome, or one 
much more sinister. 



Worms 

Team 17 —April 



One thing Worms has over most other 
PC games is originality. Probably the 
best way to describe Team 17’s latest is 
that it’s a cross between Lemmings and 
Cannon Fodder. Oh and, as you can 
imagine, there are worms by the buck¬ 
et-load. 

Controlling a platoon of four worms, 
the basic aim is to nuke the other three 
armies who lie in wait across a huge 
multi-directional scrolling landscape. 
Each team comes fully equipped with a 
huge array of weapons, including 
bazookas, homing missiles, dynamite 


Full 'Hirottle 


LucasArts — May 


Having cornered the market in graphic 
adventures, LuacasArts has decided to 
take a slightly different route with this 
Summer release and include a fully- 
playable driving game as well. 

Actually, that’s not quite true. Full 
Throttle is, for the most part, a tradi¬ 
tional graphic adventure with plenty of 
objects to point and click at. But in cer¬ 
tain sections of the game. Full 
Throttle’s hero has to leap on to his 
motorbike and race to a new location 
— making way for some reaction-test¬ 
ing set pieces. 

Expect the now traditional 
LucasArts high-quality polish. A more 
advanced version of its point-’n’-click 
interface is also promised, making 
object manipulation much simpler. The 
game has a more cartoon-y feel to it 
than the Stateside developer’s previ¬ 


ous efforts, making it arguably the 
best-looking adventure it’s ever pro¬ 
duced. And when you consider 
LucasArts’ back catalogue, this is quite 
an accolade. 

Although the game is a long way 



and hand grenades. In addition, worms 
can also Dragon Punch and chuck fire¬ 
balls, all of which are accompanied by 
explosive sound effects and some 
excellent speech. 

The landscapes featured in the 
game are randomly generated and can 
be anything from dense forests to icy 
plains. Each land will contain features 
unique to each specific scene, and the 
finished product will contain a pass¬ 
word system should you want to regen¬ 
erate a particular landscape. 

Other features of the game include 
the ability to call in air-strikes on enemy 
positions and also enable the worms to 
swim underwater. With an option for up 
to"16 human players. Team 17 are confi¬ 
dent that Worms will be the most 
playable game of 1995- And having 
played a preview version, we’re inclined 
to agree. 

Sensible World 
Socce* 


Renegade — April 


Most people agree that Sensible Soccer 
is the best arcade football simulation 
on any computer. Well, come next 
Easter, opinions are likely to have 
changed when Sensible World Of 
Soccer is released. SWOS is basically 
the arcade part of Sensible Soccer (with 
a few tweaks, of course), coupled with 
the most comprehensive guide to glob¬ 
al soccer the world has ever seen. 

You can play SWOS as either an out- 
and-out arcade game much like its pre¬ 
decessor, a management game much 
like Premier Manager 2 or On The Ball, 


off, there’s one thing we can say with 
some certainty: if anyone else is think¬ 
ing of releasing a graphic adventure in 
1995, make sure it hits the streets 
before Full Throttle. You have been 
warned. 













































or a combination of the two. This is 
where the fun really begins. By taking 
control of a team from any one of the 
world’s lower divisions, it’s your job to 



work your way up to National team 
coach and win the World Cup. Okay, so 
you could do this in almost any of the 
football management games currently 
doing the rounds — but none allow you 
to actually play the matches as an 
arcade game does. 

With over 22,000 players, each with 
numerous statistics, and every major 
competition from every league in the 
world. Sensible World Of Soccer really 
does look like becoming the computer 
game for lovers of football and decent 
games alike. The original sold like FA 
Cup Final tickets and, if justice is done, 
this version will outdo even that. For 
once there’s more to look forward to at 
Easter than chocolate eggs and acne. 


MAY 


Iron Angd 

Ocean — May 


Described as “the flight sim of the 
future,” by Ocean’s PR geeza Nick 
Clarkson, iron Angel takes the basic 


Syndicate premise (you know the kind 
of thing — the world is being run by 
four massive global corporations, and 
it’s your job to sort them out or some¬ 
thing) and constructs a snazzy 3D com¬ 
bat epic around it. 

As part of an elite UN Force, you 
have several glorified Transformers at 
your disposal in which to destroy all 
things bad. Things are pretty easy at 
first, as your futuristic weapons are no 
match for the more conventional fire¬ 
power used by the enemy. 

But as the game progresses, so 
more and more devastating missiles 
and lasers become available to the 
enemy, making things (sadly) more 
evenly matched. In fact, the battle even¬ 
tually spills over into space, as the 
planes become powerful enough to 
leave the Earth’s atmosphere. 

Ocean’s stiffest competition is going 
to come from its own games. As TFX and 
Inferno have set new standards for 
flight sims and space epics, a hybrid of 
the two is going to have to be some¬ 
thing special in order for the games- 
playing public to go mad over it. But if 
anyone can match the aforementioned 
gaming benchmarks. Ocean are the 
ones who stand the best chance of 
doing so. 



Sim Rainforest 
Maxis 

SlmTovw 

Maxis 

Soup Trek 
Krisalis 

Krisalis didn’t say much. However, we did 
manage to find out that Soup Trek is a 
sort of puzzle game. 

Star Trek: TNG 
MkroProsa 

Tank Commander 
Domark 

Take to the helm of a modern-day tank in 
this sim which boasts a VR link-up option. 

Virtual Pool 
Interplay 

Rack ‘em up for a challenging game of 
pool or snooker. 

■ < APRIL > 

Across The Rhine 

MicroProse 

Relive the Battle Of The Bulge in 

MicroProse’s accurate tank sim. 

Apache Gunship 
Dlgltai Integration 

^ Cyberspace 
I Empire 

^ A Cyberpunk RPG of Net-running and life 
s in a violent metropolis. 

; Elder Scrolls S: Daggerfall 
US Gold 

Legends 

Krisalis 

Remaining cagey about their forthcoming 
releases, Krisalis* Tim James reckons 
Legends “is a Zelda clone”. 

Player Of The Year 
Krisalis 

Krisalis steps up to the penalty spot for 
their shot at a football manager game. 

Prisoner Of Ice 
Infogrames 

Sensible World or Soccer 
Renegade 

Victoriana 

Psygnosis 

This “Phileas Fogg graphic adventure” is 
by Divide By Zero, the team who brought 
you innocent Until Caught. 


Werewolf 
US Gold 


Pitted against the might of Virgin s 
Hokum and Di’s Apache, Werewolf is yet 
another helicopter simulator. 


k ano 




Worms 
Team 17 

Zonked 


Psygnosis 

An addictive block-shifting arcade puzzler 
that went down a storm on the Amiga. 

K MAY > ■ 

Airship 

Mindscape 

By Rowan Software., this is a flight sim 
but with big balloons rather than planes. 

Bazooka Sue 
Krisalis 

Krisalis offered this snippet of informa¬ 
tion — it’s a graphic adventure. Oh. 

Bugs 

Mindscape 

“it’s a sort of wargame with bugs” offered 
Mindscape’s PR guy James Morris. 

Full Throttle 
UicaisArts 

Iron Angd 
Ocean 

Lands Of Lore B 
Virgin 

Westwood’s forthcoming RPG is a 3D 
adventure with smart graphics. 

Navy Strike 
MicroProse 

Yet another top air combat game from 
those masters of the sim genre. 

Top Gun 
MicroProse 

Yup, it’s loosely based on the film where 
hotshot pilot Tom Cruise goes supersonic 
with leggy instructor Kelly McGillis. 

Warriors 

Mindscape 

A beat-’em-up from ‘new boys’ Atreid — 
see this month’s news for more. 

■ < JUN€ > 

K240 

Gramlln Intaractiva 

Little People 
MicroProse 

It’s a god game, with lots of little people. 

Machine Head 
Core Design 

Battle across fractal-generated terrains in 
your ED-209ish walker-thing. 

Pitfall: The Mayan Adventure 
Activision 

Follow-up to the VCS classic, this promis¬ 
es to be s visually-stunning platformer. 


































Kg40 

Gremlin — May 


due out in the Summer, currently code- 
named “Z”. This is indeed exciting stuff, 
not only because the Bitmap’s games 
are generally ace, but also because the 
mystery title will be written specifically 
for PC. 

There’s no official explanation for 
this, but this does have to be a Good 
Thing. The Bitmaps have genearly pro¬ 
duced arcade games which haven’t 
really utilised the PC’s fast processor. 
Does this mean the team are working 
on a completely new style of game? 
Who knows (apart from the Bitmaps), 
but this is the best indication yet that 
the PC is finally considered as a games 
machine, and one which can easily com¬ 
pete with the Amiga and the consoles. 



Originally, K240 was designed to be the 
follow-up to Utopia, Gremlin’s first stab 
at the God game. But as it neared com¬ 
pletion, it was decided the game was 
strong enough to stand up on its own 
right. This decision proved right. K240 
went on to receive loads of top marks 
from the Amiga mags, and subsequently 
sold in bucket-loads. Hurrahs all round! 

The name is derived from the co¬ 
ordinates of the sector of space in 
which the player begins the game. By 
branching off and discovering new aste- 
riods to colonise, the player’s job is to 
create a self-running community which 
can exist in peace and out of harm’s 
way. Unfortunately, several alien races 
have other ideas, so a bit of space bat¬ 
tling is called for. 

K240 works in a similar way to most 
of these strategy/combat games. By 
designing and building certain items or 
buildings, others become available and 
it’s only through structured planning 
that victory can be reached. But the 
advantage K240 has over, say. The 
Settlers or even the Populous games, is 
that it’s set in space. So boys who grew 
up on a diet of Star Wars washed down 
with a few litres of Star Trek will love it. 


JUNE 


1 * 2 ” 


Renegade — June 


Although Renegade has been pretty 
secretive about its 1995 release sched¬ 
ule, Sarah Tanser did let slip that 
there’s a new Bitmap Brothers game 


JULY 


King Of Thieves 

Team 17 —July 


Created by the guys behind Alien Breed, 
King Of Thieves is Team 17’s first prod¬ 
uct to be programmed specifically for 
the PC. Set way back in medieval 
England, King Of Thieves borrows strat¬ 
egy elements from the boardgame Risk 
and seamlessly blends them with 
numerous arcade-style sections in 
which the player must raise cash by 
raiding passing ships. 

Essentially the objective of the game 
is to conquer as much of the land as 
possible, this being done by gradually 
building up your army and then attack¬ 
ing nearby enemy fortifications. As soon 
as the castle walls have been breached, 
a top-down combat sequence will whip 
the player into a frantic one-on-one bat¬ 
tle with the enemy. 

Combining attractive presentation 
and in-depth gameplay. King of Thieves 
is aimed at the kind of player who is look¬ 
ing for something with more depth than a 
shoot-’em-up, but doesn’t really want to 
read a hefty, often tedious manual. 






AUGUST 


Formula Oii€ 
Grand Prbe B 


Microprose — August 


Remember Stunt Car Racer? If not, why 
not? It was arguably the Amiga’s finest 
hour, combining slick visuals with 
unbelievably addictive gameplay (and 
that was just the one-player game). The 
game excelled in link-up mode, with 
two racers competing head-to-head 
around breath-taking tracks like 
Rollercoaster and The Ski jump. 



However, programmer Geoff 
Crammond refused to rest on his laurels 
and produced yet another game of out¬ 
standing quality, namely Formula One 
Grand Prix (above). Released nearly two 
years ago, FiGP led the field, dominating 
everything that had come before. 
Featuring amazingly-realistic polygon 
graphics, all the World Championship 


UFO: TTi€ Deep 


Microprose — August 


i: 


A well-received and surprisingly suc¬ 
cessful release which appeared dur¬ 
ing 1994, MicroProse’s UFO: Enemy 
Unknown is a playable strategy effort 
in similar style to Laser Squad. 
Controlling a team of intergalactic 
marines, the aim of the game was 
simple: nuke the alien invaders, then 
nab their technologically-advanced 
equipment. Easy. 

Well, the aliens have long since 
gone, but before you can say “Darth 
Vader is Luke Skywalker’s Dad”, 
they’re back. Yep, once again it’s 
time to cue the eerie Twilight Zone 
music and journey into a land far, far 
away. Or something. 


courses, and a variety of difficulty levels 
which made it suitable for gamers of all 
skills, it was - and still is - regarded as 
probably the best motor racing game on 
the PC. 

All of that is about to change 
though, as Geoff Crammond returns 
with the sequel titled, unsurprisingly. 
Formula One Grand Prix 2. With the 
inclusion of texture-mapped circuits 
and cars like those seen in IndyCar and 
more recently NASCAR Racing, FiGP 2 
should retain all the playability and 
realism of the original game, but will 
be vastly improved thanks to these 
advanced graphical techniques. 


SEPTEMBER 


’'New Game From 
Ad^lne" 


GIcctronic Arts — SsptsmbGP 


Adeline have already started work on 
the follow-up to its quirky isometric-3D 
epic. Little Big Adventure (below). Very 
little... well, nothing, actually, is known 
about the game as yet, with Electronic 
Arts enshrouding the game in mystery. 
Nobody seems to know whether the 
game will be a sequel to LBA or a com¬ 
pletely new product. However, if LBA is 
anything to go by, this promises to one 
of 1995’s most eagerly awaited and 
exciting releases. 




UFO: The Deep, although it’s in 
the very early stages of the develop¬ 
ment at present, will remain e^ 
tially the same as the first \g 
although the game engj^ 
graphics will be tweaked to 
game run more smoothly, 
good to know. 

The plot behind The Deep is 1 
entirely different too. According to 
MicroProse’s Jason Dutton, The^Owp | 
is “UFO meets The Abyss”. Eh? 
Apparently the whole gan« fs set 
under water, which is where the 
aliens have chosen to set u)3 camp. 
With your trusty laser pistol in onff^ 
hand and your ever-faithful mouse In ‘ ; 
the other, the task of ridding the 
world of this invading evil is down to 
you and your team of tough red-neck 
marines. Again. ‘i 































































BE THERE AT THE BIRTH OF A NATION 



COLONIZATION 




DON’T SETTLE FOR ANYTHING LESS! 



FOR IBM PC COMPATIBLES 































Wltdiwood 


Team 17 — September 


Team 17 bring their own style and 
finesse to the Zelda genre with 
Witchwood, which promises to feature 
some of the cutest, cuddliest graphics 
ever to grace the PC! Like Zelda, the 
game will scroll smoothly around rather 
than flipping from one scene to the 
next, while all dialogue on the CD ver¬ 
sion will be spoken rather than covering 
the screen with hideous text. 

Controlling the sword-swinging hero 
Pip, the somewhat cliched aim of the 
game is to rescue a beautiful young 
princess who has been imprisoned by 
an evil, no doubt dog-ugly witch. While 
originality may have taken a back seat, 
Witchwood’s emphasis is on playability 
and, more importantly, unrivalled 
gameplay. 


Packed with cunning puzzles as well 
as life-threatening big nasties, the 
game is of truly gargantuan propor¬ 
tions. Pip must use magic to ‘enter’ the 
minds of animals and use them to 
advance through the game, so correct 
control over the wildlife is essential to 
the outcome. Hmm, sounds more like 
Doctor Doolittle. 



Cybe* 


Ocean — November 


Ocean’s Nick Clarkson was firm but 
polite, insisting “there are no details on 
Cyber just yet”. However, here at PC 
GAMES we do know that it’s the latest 
brain-child of premier programmers DID 
(the developers behind the likes of TFX 
and Inferno) and that it will be a 
“Cyberpunk-style game”. Whatever the 
final product blossoms into. Ocean 
guarantee Cyber is going to something 
just a little bit special. 


Heart Of Darkness 


Virgin — November 


Heart Of Darkness is yet another titled 
shadowed in mystery. Virgin bloke 
Doug johns claimed he’s “not allowed 
to give anything away”. Mind you, he 
did reveal that the game is being pro¬ 
grammed by the bloke who done 
Another World and is an arcade game 
with loads of brilliant cut-scenes. Rest 
assured, we’ll bring you more news as 
we get it. 


DECEMBER 


CrsatkHi 


Bullfrog — December 



Creation is the Prince William of the PC 
games world — it’s been born into this 
world with a distinct advantage over 
everything else. In fact, such is its head¬ 
start in life. Creation is already running 
while other games in production are try- 


OCTOBER 


Syndicate B 

Bullfrog — October 

In late ‘93, after numerous God 
games. Bullfrog astonished the PC 
world with Syndicate, its ultra-violent 
strategic blaster which encouraged 
players to toast not-so-innocent 
enemy agents with flame throwers. 
And that was the nicer side of it all. 

Many proclaimed it ‘Game Of The 
Year’ and its extraordinary commercial 
success came as no surprise. And with 
a game as popular as Syndicate, a 
sequel is almost inevitable. But the 
question must surely be: how will 
Bullfrog managed to improve on what 
was almost the perfect blaster? 

“We’ve thought long and hard 
about this,” says Bullfrog’s PR guru 
Cathy Campos, “and whilst we’re keen 
to keep some things close to our 
chest, I can reveal a few things. For a 
start, the game will be played using a 
slightly different viewpoint to the orig¬ 
inal. It’s a kind of cross between top- 


down and isometric, and it enables 
the player to see more of the action. 

“One major problem in Syndicate 
was it was impossible to see an agent 
on when he’d walked on the other 
side of a wall. In Syndicate 2, you’ll be 
able to rotate the screen to show 
things from any angle, which gives us 
the opportunity to create more subtle 
traps and such. 

“The game world is lit io such a 
way that it mimics real life. For exam- 
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pie, you’ll be able to blow away street 
lamps in order to plunge some areas 
into darkness. Oh, and you’ll also be 
able to damage buildings.” 

Syndicate 2 is still very much in its 
infancy. The screenshots shown here 
are liable to change a great deal 
between now and the end of the year, 
but with Bullfrog’s incredible track 
record, it’s hard to'imagine howihis 
game canjail to be anything^her 
than excellent. 
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ing to crawl. The reason for this? 
Simple: Creation’s father is not some¬ 
one with huge ears (and a tendency to 
snog women who resemble horses), but 
none other than Guildford-based 
Bullfrog, the PC’s most innovative soft¬ 
ware developer. 

Utilising the same game engine as 
the recently released (and 95%-rated) 
Magic Carpet, Creation is an underwater 
epic in which you must control an army 
of fish as it battles against other armies 
offish. Or something. 

We remember being treated to an 
extremely early sneaky peak of the 
game way back in late 1992, when Peter 
Molyneaux was just toying around with 
a new 3D routine he’d come up with. 
Even in its primitive form, we were 
blown away by Creation, and now — 
still a good nine months away — it’s 
looking like being even better than its 
predecessor. Perhaps we’re going to 
have to rethink the way we mark the 
games we review. 

One interesting idea Peter was play¬ 
ing with when Magic Carpet was near¬ 
ing completion was the ability to ‘jump’ 
from one game to another, provided 
both were installed on your hard drive. 
For example, you’d be able to fly to a 
nearby river or lake in Magic Carpet and 
plunge into the water, whereby your PC 
would automatically switch to Creation. 
You’ll have to wait until the end of the 
year to see whether or not Bullfrog 
manages to implement this ground¬ 
breaking idea. Fingers crossed, eh? 



Dungeon Keepe* 

Bullfrog — D€C€mb€r 


Not much is known about Bullfrog’s 
first traditional RPG. Cathy Campos 
remains suitably tight-lipped when your 
reporter presses her for information. 
“Nope, we’re not giving anything 
away,” she stresses. 

Okay, let’s try another approach. 
Why is Bullfrog turning its attentions to 
the RPG genre now? “Let’s just say that 
we thing the genre has become stuck in 
a groove — there haven’t been any real 
innovations for ages. We intend to 
change that. Our game will be an RPG 
with a radical twist.” 

Whatever Dungeon Keeper turns out 
to be like, it will no doubt prove to be 
one of 95’s big hits. 












































Xhopper” 

(WopklngTOIc) 

Oc€an — December 

Okay, so we EXCLUSIVELY revealed 
DID’s Chopper last issue (and used 
loads of capital letters in the 
process), but it’s still a year off and, 
as such, worthy of inclusion in this 
preview. 

Imagine taking all the brilliant 
gameplay from TFX and cramming it 
all into a gameworld much, much 
smaller (it’s been likened to squeez¬ 
ing a country into a county). Wouldn’t 
that be ace? Rather than having time 
to think and space to manoeuvre in, 
the action would be far more intense. 


which is bigger, better and faster 
than their previous ones (which were 
themselves stunning). 

Rather than sticking solidly to a 
helicopter/plane game, DID has 
added a new twist — between mis¬ 
sions you’ll be able to leave your 
vehicle and wander around the base, 
talking to the other pilots and inter¬ 
acting with a variety of objects. You’ll 
even be able to travel to other bases 
to learn more about your missions. 

DID is calling this the world’s first 
‘seamless’ game — in theory you’ll 
be able to play and play and play. 
And, 12 months off, we can already 
guarantee that you’ll want to. 


Transport Tycoon B 
MicroPross 

A sequel which promises to be even more 
absorbing than the first Transport Tycoon. 

RoMgadc 

■ < JULY > 

King or Thlcvis 
Team 17 

Ruff 'n' Tumble 
Renegade 

It’s a platform game starring a little kid 
with a big gun. 

Shell Shock 
Core Design 

“It’s a tank game,” lovely Suzie from Core 


and make for some truly awe-inspir¬ 
ing set pieces. 

Welcome to the world of Chopper. 

The game will be much more ‘plot’ 
driven than TFX, with the player 
assuming the role of an airforce test 
pilot. Everything — and we mean 
everything — will be texture- 
mapped, giving the most realistic ter¬ 
rains ever seen in a flight sim. This 
amount of realism has been possible 
because of DID’s latest 3D routine 



told us — and no more. 

■ < AUGUST ) ■ 

3D Off-Road Racsr 
Team 17 

“It’s a bit like an off-road version of 
Daytona”, Team 17 once said. We’ll see. 

Formula One Grand Prix 2 
MkroProsa 



UFOThcDifip 

MkroProsc 

KS6PT6MB6R> 

’New Zork Adventure" 
Activision 

Little is known about Infocom’s latest pro¬ 
ject. It’ll take you into “an entirely new 
dimension where you’ll come face to face 
with an old enemy”. As for the game itself, 
who knows? 

"Now Gamo From AcMIno” 
GlocAronk Arts 

Primal Rage 

Time Warner Interactive 

The awesome coin-op makes the conver¬ 
sion to the PC courtesy of Time Warner. A 
beast of a beat-’em-up — literally. 

Super TFX 
Ocean 

Updated and enhanced with SuperVGA, 
this all-new version of TFX will also fea¬ 
ture an eight-player link-up. 

WItchwood 
Toam 17 

— C OCTOB6R > 

Aliens 

' Mindscape 

V Based on the successful Dark Horse comic 




and coming from Cryo, Mindscape reckon 
Aliens is a graphic adventure not too dis¬ 
similar to Dragonlore. 

"Chopper” 

OGoan 

Raven Project 
Mindscape 

Described by Mindscape as “Wing 
Commander meets Comanche: Maximum 
Overkill”, Raven Project is a CD epic. 

Rovongo 

MIndscapfl 

Syndkato 2 
Bullfrog 

■ < N0V6MB€R > ■ 

Cyber 

Ocean 

Heart or Darkness 
Virgin 

Hegira 

Mindscape 

It’s a “futuristic rollercoaster racing 
game” according to Mindscape. 

Warhammer 

Mindscape 

A Games Workshop collaboration based 
on the fantasy table-top game. 



"Choppw" 

Ocean 


Creation 

Bullfrog 

Dragonlore 2 
Mindscape 

Our man from Mindscape, james Morris, 
thought long and hard before revealing 
“it’s the sequel to Dragonlore”. Yes, we’d 
gathered that, but what’s it going to be 
like? “I don’t know” he continued. Oh. 

Dungeon K eeper 
Bullfrog 

Star Fleet Academy 
Interplay 

The third in Interplay’s Star Trek series of 
games, SFA puts you in the shoes of a 
young, idealistic. Captain Kirk wannabe. 
Huh — bloody students! 

Through The €yes Of A Spy 
Activision 

See the world of espionage through the 
eyes of a secret agent in this interactive 
spy adventure from the creators of the 
classic Zork series. 
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It’s 1930 


You’re given £100,000 and a vast land and sea 
area with numerous towns and cities. 
You’ve got 100 years to prove yourself a 
Transport Tycoon. 

Set the wheels in motion. 

Make it big with Transport Tycoon 


AVAILABLE NOW 
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Order hotline. 



0793 514188 



Powerful §aftware far Powerful PC Systems 











M/TO'J ,V: 


□ 50 WINDOWS GAMES 

Over 50 great arcade games for Windows. Includes: 
Battle Zone, Asteroids, Missile-Command, Space 
Invaders and loads more. Order Code PWDGlO-3 

Only £8.51 exc. VAT 
£9.99 inc. VAT 


□ DISTANT SUNS V2 

Distant Suns 2 for Windows is a complete Astronomy 
package. Track planets, look at star systems and solar 
systems, also features a huge amount of information 
on our solar system. 

Only £25.53 ex. VAT £29.99 inc. VAT 


□ WS CLIPART 


nages. 


Contains over 25,000 clipart i 
Colour and Mono 
There’s no better value Clipart CD. 

Only £8.51 ex. VAT 
£9.99 inc. VAT 


□ Microsoft DINOSAURS 

A superb educational and reference title. Learn about 
every dinosaur, how they lived, what they ate, and 
why they died. A superb title for all the family. 

Only £34.00 ex. VAT 
£39.95 inc. VAT 


□ ADULT SENSATION 

NEW! NEW! NEW! 

Over 3000 high quality GIF images on CD all in 
glorious 256 colours. 

Just £16.97 ex. VAT 
£19.99 inc. VAT 


□ SPECCY SENSATION 

NEW! NEW! NEW! 

Over 400 classic Spectrum games with the emulator on 
one CD. All the classics are here. A great buy at just 

£12.75 ex. VAT 
£14.99 inc. VAT 


Money 


golf 


Publisher 


WORKS 


□ Microsoft CONSUMER PAK 


Contains MS Publisher, MS Golf, and Microsoft 
Works V3. and MS Money. The complete office 
suite. Don’t miss this offer all the above for 

£99.00 ex. VAT 
£116.32 inc VAT + £4.00 P&P 


□ X-COPY PROFESSIONAL 

X-Copy Pro. is regarded as the world’s most power¬ 
ful disk copier. 

Order code; PXCP3S-1 Only £29.78 ex. VAT 

£34.95 inc. VAT 

SoundBla.Uer Supported. 


□ 600 BUSINESS LETTERS 

Over 600 pre-written business letters, you simply fill 
in the gaps. From disputing your phone bill to sacking 
an employee, they’re all here, over 600 of them. 

Only £3.40 ex. VAT 
£4.00 inc. VAT 


□ IMAGINE OBJECTS 

Superb new CD title containing hundreds of great 
Imagine objects, 

□ CD Rom version £16.97ex. VAT £19.99inc. VAT 

□ Floppy version £12.76 ex. VAT £15.00 inc. VAT 




□ COVERGIRL STRIP POKER 

Play poker against eight beautiful women, including 
Maria Whittaker & Trine Michelsen. Features over 
15 minutes of video, 3 players, 6 music tracks and a 
choice of language. 

Only £17.01 exc. VAT £19.99 inc. VAT 


□ DELUXE STRIP POKER 2 

Play poker against some of the most glamorous 
women in the world. Various opponents to play 
against. 

Only £10.21 exc. VAT 
£12.00 inc. VAT 


□ WINDOWS WALLPAPER 

A collection of three disks containing over 25 
stunning wallpaper images of glamour girls for use in 
Windows. 

Only £8.51 ex. VAT 
£10.00 inc. VAT 


□ PANASONIC CD ROM DRIVES 

THE WORLD’S MOST POPULAR CD ROM 

□ PANASONIC TWIN SPEED £95.00 ex. VAT 

□ CD ROM & ENCYCLOPEDIA £99.00 ex. VAT 

I □ CD ROM & 3 CD TITLES £109.00 ex. VAT 


□ SOUNDBLASTER CARDS 

THE BEST SOUNDCARDS IN THE WORLD 

□ SOUNDBiaster 16 £72 ex. VAT £84.60 inc. VAT 

□ SOUNDBIaster 16SCSU729ci. VAT £l5I.57inc. VAT 

□ AWE 32 Sound Card £185 ex. VAT £217.37 inc. VAT 


□ Microsoft ENCARTA ’95 

The most up to date Encyclopedia available on CD 
Rom. Includes hundred.s of megabytes of infomation, 
animations, sound and picture files. 

Only £49.00 ex. VAT 
£57.57 inc. VAT 


□ STAR TREK CD ROM The Next Generation 

Attention all Trekkies. This CD conlain.s heaps of 
Star Trek Windows backdrops, loads of sampled 
WAVs. 

Only £35.00 ex. VAT 
£41.12 inc. VAT 


□ DOOM II 

Doom is the most addictive PC game available. Fea¬ 
tures unreal 3D graphics and superb sound, Requires 
4Mb Ram. 

□ CD Rom version £39.00 ex. VAT £45.52 inc. VAT 
D 3.5'* version £36.00 ex. VAT £42.30 inc. VAT 


□ CENTREFOLD SQUARES 

There’s nothing more relaxing than sitting in front of 
your PC with a pint of best and having a game of 
Centrefold Squares, ref; PCFSlO-1. 

Only £8.51 ex. VAT 
£10.00 inc. VAT 


□ CREATIVE DIGITAL 3X PACK 

Includes Nec 3Xi Triple Speed CD ROM Drive with 
SoundBlaster 16 SCSI II Sound Card, High Quality 
Speakers and an assortment of Top Software. 

Only £359.00 ex. VAT 
£421.82 inc. VAT 


□ THE CHESSMASTER 3000 

Features Chess Tutor, Teaching Display. An operat¬ 
ing library of over 150,000 moves. Up to 10 players, 
stunning graphics and more. 

□ CD Rom version £17.01 ex. VAT £19.99 inc. VAT 
D Floppy version £16.16 ex. VAT £18.99 inc. VAT 


□ PANASONIC TWIN SPEED CD ROM DRIVE 

THE WORLD’S BEST SELLING DOUBLE SPEED, MULTI SESSION CD ROM DRIVE 

□ PANASONIC DOUBLE SPEED DRIVE £95.00 ex. VAT £112.62 inc. VAT fO^ftO^-VAT 

□ OPTIONAL CD ROM CONTROLLER £10.00ex.VAT £11.75 inc. VAT UclJ 

□ OPTIONAL SB 16 Sound Card/Controller £70.00 ex. VAT £82.25 inc. VAT £111.62 + £7.00 P&P 


_ > 


W 





CO ROM DRIVES, SOO/VO CA.ROS, CO ROM SOFTWARE. 


Priority Order Farm 

Name. 

Address. 


PC Model. Payment. 

Credit Card No. 

Exp. 

Goods are not sold on a trial basis. 

ALL TITLES ARE FULL VERSIONS, UNLESS STATED. 

Please add a total of £1.00 per item ordered for Delivery in the UK & Mainland. 
Most orders are despatched within 48 hours. 

Free blank disks with orders over £35 only apply to UK orders. 


ODrdJ(^Dr Vm][ui(S 


QTY 


Total goods value 


= £ 

INC vatI 

Postage & Packing 

Software S CD Rom litle.s add £1,00 per item. 

Sound Cards add £4,00 

CD Rom Drive.s add £7.00 

All po,siage coxis include VAT 

= £ 

Amount enclosed 

= £ 

CALCULATING THE V.A.T. 

SIMPLY MULTIPLY THE GOODS VALUE BY 1.175 
(EG: £49 X 1.175 = £57.57) + P&P 


Ordering by Post 

Simply .send us a wrillcn order with a li.st of the disks you require, or 
simply lick the boxes of the lilies you require, fill in your name and 
address, remove or photocopy this page and send it along with full 
payment to: EPIC MARKETING, I38-I39 VICTORIA RD. SWINDON, 
WILTSHIRE, SNI 3BU. 

Collecting Disks 

PD disks can be collected same day, but if your order is quite large, 
please phone in a few hours previous to pick-up. 

Overseas Orders 

Overseas orders arc welcome, A minimum of 5 titles applies. Overseas 
please add £I,00 to each floppy di.sk based item ordered for Isi class 
delivery, and £2.00 per CD Rom title ordered. 

Postage & Packing 

Please add £1.00 per item, for postage and packing in the UK and 
Mainland. 

Compatibility 

All titles advertised work on any PC with a 386 or 486 processor and 
VGA or SVGA graphics, unless slated. Most titles support 
SoundBlaster. 4Mb RAM recommended. 


Ordering by Phone 

To place an order over the phone simply call any lime between 9.30 & 
5.30pm Monday to Saturday with your credit card details and the disks 
you would like to order. (Orders can usually be placed up to 6pm every 
evening). 


WHERE TO FIND US 



Epic Marketing, Victoria Centre, 
138-139 Victoria Rd, 
Swindon, Wiltshire, SN1 3BU. 
Tel: 0793 514188 Fax: 514187 
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Special INFERNO Offer' 


Save the Universe 


By Crom! We’ve teamed up with 
Now the incredible Inferno can 


to bring you an unbeatable offer, 
be yours — at half-price! 



A couple of issues back, ‘our’ Dean quite literally popped his 
reviewing cork over Inferno, Ocean Software’s space-tastic 
sci-fi epic. “A dazzling game!” he exclaimed. ‘‘A true, cine¬ 
matic epic on a massive scale!” he gibbered. ‘‘Brilliant!” he 
spluttered. In fact, so taken was he with the game that he 
awarded it an earth-shattering 92% and a coveted PC 
GAMES STAR. 

Blimey. Sounds good, doesn’t it? Bet you’re itching to 
rush out and buy it, aren’t you? But wait — don’t head off 
down the shops just yet. 

You see, we’ve teamed up with our chums, the 
king of the high-street Dixons to bring you a truly 
special special offer — yes, now Inferno can be yours 
for just half its normal recommended retail price. That’s 
a small price to pay for one of the year’s best games! 

All you have to do to take advantage of this offer is 
simply cut out the coupon below, get yourself down 
to your nearest Dixons, and then present the 
coupon to the bloke or blokess behind the 
counter when you buy Inferno. It really couldn’t 
be easier. 

jeepers, just imagine it — all that thrilling- 
’n’-spilling space combat action for a fraction 
of the cash that it would normally cost you! 
But hurry now! This offer is only valid 
up to and including December 24th, 
1994! 




Reasons Why Dean Loved Inferno And Gave It 92% 


1 It’s set in space. 


2 You fly a fab spacefighter. 


•3 You shoot lots of aliens. 


4 You can actually fly inside the big starships. 


H It’s from DID, the people wot did TFX. 


6 Which means the graphics are amazing. 


7 And it’s on CD, so it’s got to be good. 


8 There are brill ray-traced animated cut-scenes. 


9 Which are all accompanied by top digitised speech. 


10 It’s half-price from Dixons thanks to this offer. 
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Please note: Some titles may not be released at the time of going to press. Most titles are despatched same day, but can take up to 28 days. E 8 ( 0 E 


360 Compilation.CDROM .16,99 

7th Guest / Dune.3,5/CDROM .29.99 

11th Hour-7th Guest 2.CDROM .39.99 

1942 Pacific Air War.27.99 

A-Train & Construction Kit.14.99 

A320 Airbus Europa.27.99 

A320 Airbus USA 27.99 

Aces Over Europe.14,99 

Aces Of The Deep.3,5''/CDROM .27.99 

Aces of the Pacific.CDROM .32.99 

Across The Rhrne.27.99 

AD&D Action Trilogy.17.99 

AD&D Dragon lance Trilogy.19.99 

AD&D Forgotten Realms Trilogy.19.99 

AD&D Triple Trilogy.CDROM 29.99 

Addiction.3,5"/CDROM .22.99 

Advantage Tennis.CDROM .27.99 

Adventures of Nikko.16.99 

Aegis Guardian Of The Fleet..CDROM .32.99 

Air Bucks 1,2.12.99 

Al Qadim - Genies Curse.22,99 

Al Qadim - Genies Curse...CDROM ,26,99 



22.99 


19.99 


26.99 


17.99 

Alone In The Dark 2... 
Amberstar. 

3.57CDROM .27.99 

.22.99 

.22.99 


19.99 


12.99 


3.57CDROM .12.99 

Archer Macleans Poo 

..9.99 

25.99 

Armored Fist. 

ATP. 

.CDROM .27.99 

.22.99 


ATP Greal Britain Scenery.. 
ATP E or W USA Scenery.. 

ATP Hawaiian Odyssey. 

ATP Japan Scenery. 

ATP New Facilities Locator.. 


Betrayal At Krondor, 
Beverley Hillbillies. 

Bioforge. 

Bloodnet. 

Bloodstone. 

Body Count. 

Breach 2. 

Bridge Olympiad. 

Burning Rubber.. 


Dreamweb. 

Dune. 

Dune/Robocop 3. 

Dune 2. 

Dungeon Master 2 ., 

Ecstatica. 

Elder scrolls. 

Elite 2. 

Elite 2.. 


..3,5"/CDROM .26.99 

.12.99 

.CDROM .13.99 

.12.99 

..3.57CDROM .26.99 

.CDROM .27.99 

..3,57CDROM .27.99 

.26.99 

..CDROM 28.99 


Empire Deluxe.27.99 

Empire Soccer 94.22.99 

Encarta1995.CDROM 69.99 

Even More Incredible Machines CDROM .26.99 

Evil in Chaybore.13.99 

Evolution; Lost in Time.13.99 

Excellent Games (Compilation).26.99 

Eye of the Beholder 1.CDROM 12.99 

Eye of fhe Beholder 1 or 2 or 3.12.99 

FI 17A Sfealthfighter...3.57CDROM ,12.99 

FI 4 Fleet Defender.3,5'7CDROM 27.99 

F14 Fleet Defender Data Disk.13.99 


F15 Strike Eagle 2.. 
F16 Combat Pilot.. 
F19 Stealthfighter.. 
Fables & Fiends 3.. 
Falcon Gold.... 
Fields Of Glory. 


.,12.99 

.8,99 

..3.57CDROM ,12.99 

.CDROM 27.99 

.CDROM 29.99 

..27.99 


ATP California Scenery.24.99 

ATP +East & West USA.CDROM .56.99 


24.99 

29.99 

16.99 
.16.99 
.12.99 


ATP Chicago/SI Louis/Cincinnali.13.99 

ATP Detroit/Lake Huron.13.99 

ATP New York/Montreal/Halitax.13.99 

ATP Western European Tour.16.99 

Award Winners Platinum (Compilation)22.99 

Battle Bugs.22.99 

Battle Bugs.CDROM .26.99 

Battledrome - Metal Tech.26.99 

Battle Isle 2 .. 26.99 

Battle Isle 2.CDROM .27.99 

Battle of Britain.14.99 

Beneath A Steel Sky.22.99 

Beneath A Steel Sky.CDROM .32.99 


.CDROM ,26,99 

16.99 

29.99 

X5''/c’dROm!27!99 
.CDROM .12.99 

19.99 

19.99 

27.99 

19.99 


FIFA International Socce3,57CDROM .26.99 

Fighter Wing.3.57CDROM .29.99 

First Encounters/Elite 3 3.57CDROM 26.99 

Fist.CDROM .16.99 

Flight Simulator 5.29.99 

Flight Sim 5 - Carribean Scenery...15.99 
Flight Sim 5 - Grand Canyon Scenery .12.99 

Flight Sim 5 - Hawaii Scenery.12.99 

Flight Sim 5 - Italy Scenery.26.99 

Flight Sim 5 - Japan Scenery.15.99 

Flight Sim 5 - New York Scenery.13.99 

Flight Sim 5 - Paris Scenery.13.99 

Flight Sim 5 - Tahiti Scenery.12.99 

Flight Sim 5 - West USA Scenery.29.99 

Flight Sim 5 - Washington Scenery. .26.99 

Flight Sim Toolkit.3.57CDROM .29.99 

Flight Sim Toolkit WW2 & Midway ...12.99 

Flite Lite.16.99 

Flite Lite Plus.24,99 

Formula 1 Grand Prix 1 3,57CDROM 12.99 

Formula 1 Grand Prix 2.27.99 

Fortress of Dr Radiaki.3.57CDROM .26.99 

Freddy Pharka's.CDROM .26.99 

Front Lines.26.99 

Front Page Sports Baseball.26.99 

Front Page Sports Football 3.3,57CDROM .26.99 

Gabriel Knight.26.99 

Gabriel Knight.CDROM .27.99 

Ghosts.CDROM .29.99 

Graham Gooch Cricket .3.5"/CDROM 22.99 

Grandest Fleet.27.99 

Great Naval Battles 1.12.99 

Great Naval Battles 2.3,5"/CDROM 26.99 

Gunship 2000.3.57CDROM .12.99 

Hammer of fhe Gods.CDROM 26.99 


Burntime.19,99 

Buzz Aldrins Race Into SpaceCDROM..29,99 

Caesar Deluxe.12.99 

Campaign.CDROM ,26.99 

Campaign 2.24.99 

Cannon Fodder.27.99 

Cannon Fodder 2.22.99 

Capitol Hill.CDROM ,26.99 

Capital Punishment.26.99 

Castles 2 - Siege & Conquest CDROM .26.99 

Carrier Command.4.99 

Central Intelligence.CDROM .26.99 

Carriers at War II.27.99 

Champ Manager End of Season.11.99 

Champ Manager Italia.19.99 

Champ Manager Italia Data Disk.12.99 

Chaos Control.22.99 

Chaos Engine.19.99 

Chessmaster 4000 (Windows).22.99 

Chessmaster 4000 (Win)...CDROM .26.99 

Civilisation DOSA/Vindows.26.99 

Civilisation/Railroad Tycoon.CDROM .19.99 

Clash of Sfeel.25.99 

Classic Coll - Access3.5'7CDROM.16.99 

Classic Collection - Delphine.19.99 

Classic Collection - Lucas Arts.19.99 

Classic Coll - Velocity3,5VCDROM16.99 

Clockwiser.12,99 

Club Football - The Manager.22.99 

Cohort 2.19.99 

Colonels Bequest.3.57CDROM .12.99 

Colonisation.3.5VCDROM .29.99 

Combat Air Patrol.26.99 

Combat Classics 2.22.99 

Combat Classics 3.3,5'7CDROM .22.99 

Commanche Maximum Overkill CDROM 26.99 

Commanche Superpack.22.99 

Companions of Xanth .3.57CDROM .26.99 

Command Adventures Starship.19,99 

Conquered Kingdoms.27.99 

Conspiracy Overkill.CDROM .32.99 

Corridor 7.13.99 

Creature Shook.CDROM .31.99 

Cruise For A Corpse...3,5’7CDROM .12.99 

Cyber Judas.CDROM .27.99 

Cyberace.27,99 

Cyberia.CDROM ,32.99 

Cyberspace.3,57CDROM .26.99 

Cyclemahia.CDROM .26.99 

Cyberworlds.3.57CDROM ,22.99 

D-Generation (Wihdows).12.99 

Day Of The Tentacle.16.99 

Day Of The Tentacle.CDROM .26.99 

Day Of The Tent/Indy AtlantlsCDROM27.99 
Day Of The Tent/Indy/Sam & Max ..34.99 

D-Day Beginning Of The End.26.99 

D-Generation.3.57CDROM .12.99 

Dark Sun Wake of Ravager.27.99 

Dark Sun Wake of RavagerCDROM 31.99 

Dawn Patrol.3.57CDROM 27.99 

Deathgate.CDROM .26.99 

Delta V.3,57CDROM .27.99 

Descent.26,99 

Desert Strike.3,57CDROM .22,99 

Detroit.26.99 

Discworld.CDROM .27.99 

Dominus.3,57CDROM .27.99 

Doom.25,99 

Doom Add - Ons.CDROM .17.99 

Doom Addons (Wolfdoom etc).8.99 

Doom Companion Edition..CDROM .13.99 

Doom Data Disk 1 or 2 or 3 or 4.8.99 

Doom Editor Pack.9.99 

Doom Utilities.8.99 

Doom Utilities + 900.CDROM .17.99 

Doom Ultimate CD(Data Only)CDROM .17.99 

Doom 2.32.99 

Doom 2.CDROM .36.99 

Doom 2 Cheats.4.99 

Dracula Unleashed.CDROM 29.99 

Dragonsphere.CDROM .27.99 


Hannibal 

Hardball 3. 

Harpoon 1. 

Heimdall 2. 

Hell. 

Hexx - Wizard.. 

Hired Guns. 

History Line. 

History Line. 

Hokum KA-50.. 


.19.99 

.10.99 

..3.57CDROM .12.99 
..3.57CDROM .26.99 

.CDROM .29.99 

.26.99 

27.99 

26.99 

.CDROM .27.99 

..26.99 


Hoyles Book of Games 1 or 2 or 3....10.99 

Incredible Machine 2.26.99 

Incredible Toons.3.57CDROM .22.99 

International Open Tennis .CDROM .27.99 

Indy Car Racing.19.99 

Indy Car Track Pack.12.99 

Indy Fate Of Atlantis Adv.16.99 

Indy Fate Of Atlantis Adv ...CDROM 26.99 

Inferno.27.99 

Inferno.CDROM 31.99 

Inherit The Earth.26.99 

International Manager World Cup Edition19.99 

Iron Cross.27.99 

Iron Forces.CDROM 27.99 

Ishar 3 26.99 

Isle of the Dead.3.57CDROM .12.99 

Jazz Jack Rabbit.22.99 

Jets.CDROM .33.99 

Jetstrike.3,57CDROM 22.99 

Jimmy Conhor’s Great Courts 2.8.99 

Jimmy White's Whirlwind Snooker....12.99 
J Nicklaus Unlimited....3,57CDROM 12.99 
Journeyman Project Turbo CDROM ,29.99 

Jungle Strike.3,57CDROM 22.99 

Kevin Keegans Player Manager.19.99 

Keys of Maramon.CDROM .12.99 

Kingdom.CDROM .26.99 

Kings Quest 1 or 2 or 3 or 4.12.99 

Kings Quest 1.CDROM .12.99 

Kings Quest 1 - 6 Anthology...CDROM .29.99 

Kings Quest 6.3.57CDROM .29.99 

Klik and Play.3.57CDROM 26.99 

Knights of the Sky.12.99 

Laser Squad (Enhanced)...CDROM .12.99 

Legions.22.99 

Leisure Suit Larry 1.CDROM 12.99 

Leisure Suit Larry 1 or 2 or 3.12.99 

Leisure Suit Larry 1 - 5 CollectionCDROM .29.99 

Leisure Suit Larry 6.27.99 

Lemmings 1 & 2.CDROM .19.99 

Lemmings 3.22.99 

Lemmings 3.CDROM 26.99 

Liberation - Captive 2.22.99 

Links 386 Pro.3.57CDROM .29.99 

Links Banff (SVGA).16.99 

Links Bay Hill Club (VGA).15.99 

Links Big Horn (SVGA) 16.99 

Links The Belfry (SVGA).16.99 

Links Casfle Pines (SVGA).16.99 

Links Firestone (SVGA).16.99 

Links Innisbrook (SVGA).16.99 

Links Mauna Kea (SVGA).16.99 

Links Pebble Beach (SVGA).16.99 

Links Prairie Dunes (SVGA).16.99 

Links - The Challenge.3.5"/CDROM .12.99 

Links - Solid Gold.CDROM .19.99 

Lion King.22.99 

Live Action Football.CDROM .26.99 

Loderunner (Windows).22.99 

Loderunner.22.99 

Loderunner.CDROM .26.99 

Lords Of Midnight.3,57CDROM 22.99 

Lords Of Power (Compilation).26.99 

Lords Of The Realm ...3,5'7CDROM 26.99 

Lost Eden.CDROM 31.99 

Lotus the Challenge.22.99 

Ml Tank Platoon.12.99 

Magic Candle 2.11.99 

Magic Carpet.CDROM .34.99 

Manchester Utd Prem Lge Champs,.22.99 

Manhunter "New York".12.99 

Maniac Sports.CDROM 26.99 

Man. United Premier League Champs ...CDROM 19.99 
Master of Magic.27.99 


Mechwarrior 2.26.99 

Megarace.CDROM .26.99 

Metal & Lace.26.99 

Metal Tech - Earth Siege ...CDROM 29.99 
Microsoft Cinemania '95 ....CDROM ,39.99 

Microsoft Fine Artist.CDROM .44.99 

Microsoft Golf v2.0.29.99 

Microsoft Haunted House ..CDROM .34.99 

Micro Machines.19.99 

Midwinter.12.99 

Monopoly.22.99 

Mortal Kombat.22.99 

Myst.CDROM 34.99 

NASCAR.27.99 

NASCAR.CDROM .34.99 

Navy Strike.27.99 

NHL Hockey '95.3,5"/CDROM 27.99 

Nick Faldo's Golf (Enhanced).CDROM 26.99 

Nicky 2.19.99 

Noctropolis.CDROM .32.99 

Novastorm.CDROM .27.99 

Omar Sharif Bridge Champion.26,99 

On the Ball W Cup or League Ed.22,99 

On the Ball W Cup or League ...CDROM .26,99 

Outpost.27.99 

Outpost.CDROM 31.99 

Overdrive 13.99 

Overlord. 26.99 

Pacific Sfrike.29.99 

Pacific Strike Speech Accessory.13.99 

Patriot.CDROM .12.99 

Perfect General 2.27.99 

PGA Tour Golf 486.CDROM 34.99 

Pinball Dreams.22.99 

Pinball Dreams 2 Dafa Disk.13.99 

Pinball Dreams Deluxe.CDROM 25,99 

Pinball Fantasies.24.99 

Pinball Magic 7.99 

Pizza Connection.27.99 

Planet Football.3.5”/CDROM .26.99 

Police Quest 1 or 2 or 3.12.99 

Police Quest 1 .CDROM .12.99 

Police Quest 4.CDROM 27.99 

Populous & Promised Lands.10.99 

Populous 2.12.99 

Powerdrive.3,5"/CDROM 19.99 

Powergame 2.24.99 

Powermonger.11.99 

Powerslide.CDROM 26.99 

Power Tactics.22.99 

Privateer.29.99 

Privateer/Strike Commander ..CDROM 31.99 

Project X.13.99 

Psycho Pinball.22.99 

Quarantine.3,5:/CDROM 26.99 

Quest for Glory 4.CDROM .27.99 

Radioactive.CDROM .27.99 

Rags To Riches.26.99 

Railroad Tycoon.3,5"/CDROM 12.99 

Railroad Tycoon Deluxe.26.99 

Rally - Network Q RAC.22.99 

Raptor.22.99 

Ravenloft.3.5"/CDROM .27.99 

Reach For The Skies.12,99 

Rebel Assault.CDROM 29.99 

Red Shift.CDROM 44.99 

Return To Ringworld....3.5/CDROM 29.99 

Rings Of Medusa Gold.19.99 

Rise Of The Robofs (VGA).25.99 

Rise Of The Robots (SVGA).27.99 

Rise Of Th eRobots.CDROM 29.99 

Rise Of The Triads.27.99 

Robinsons Requiem ....35"/CDROM .26.99 

Rugby League Manager.16.99 

Rules of Engagemenf 2.27,99 

Ryder Cup.19.99 

Sabre Team.3,5"/CDROM 19.99 

Sam & Max Hif The Road.16.99 

Sam & Max Hif The Road ..CDROM 26.99 
20 99 

Secret Of Monkey Island 1 CDROM 12.99 

Secret Of Monkey Island 1 or 2.12.99 

Secret Weapons Of The Luftwaffe.... 12.99 
Saga Of Aces (Compiiafion) CDROM 29.99 

Sensible Soccer.14.99 

Sensible Soccer Infernafional.13,99 

Sensible World of Soccer.19.99 

Settlers.26.99 

Shadow of the Comet.CDROM .26.99 

Silent Service 2.3,5"/CDROM 12.99 

Silverball.19.99 

Sim City.CDROM .29.99 

Sim City 2000 (DOS Or Windows)....26.99 
Sim City 2000 Scenarios - Vol 1.12.99 


Sim City Deluxe. 

.22.99 

.19.99 

Sim City/Populous. 

.19.99 


Sim Classics Compilation (City, Lila & Ant)....27.99 

Simon the Sorcerer 2.26.99 

Simon the Sorcerer 2.CDROM .27.99 

Simon The Sorcerer.3,5/CDROM .26.99 

Soccer Kid.3,5"/CDROM 19.99 

Software Manager.19.99 

Soup Trek (The Search For Stock) ...19.99 

Space Ace.CDROM 26.99 

Space Federation.26.99 

Space Hulk.CDROM .32.99 

Space Quest 1 or 2 or 3.12.99 

Space Quest 1.CDROM .12,99 

Space Quest Quad Pack.28,99 

Space Quest 1 - 5 Anthology..CDROM 29.99 

Space Simulator.29.99 

Spaceship Warlock.CDROM 29.99 

Speedball 2 8.99 

Speed Racer.26.99 

Spectre VR.3,5"/CDROM 27.99 

SSN-21 Sea Wolf.29.99 

SSN-21 Sea Wolf.CDROM 32.99 

Sfar Control Compendium .CDROM .13.99 

Star Crusader.3,5"/CDROM 27.99 

Star Reach.26,99 

Star Trail - Realms of Arkania 2.27.99 

Star Trek 2 Judgement Rites.26.99 

Star Trek 25th Ahiversary.24,99 

Star Trek 25th Aniversary..CDROM 32.99 
Star Trek The Next Generation ....CDROM 31.99 
Star Trek Star Fleet Academy.29.99 


Starlord. 

Streetfighter 2. 

Strike Commander. 

Strike Commander. 

Stone Keep. 

.27.99 

.12.99 

.26.99 

..CDROM 32.99 
..CDROM .32.99 
.27.99 

Subwar 2050 & Scenery.. 

..CDROM .27.99 
.13.99 

Superhero League of Hoboken3.5'7CDROM 26.99 

Syndicate Data Disk. 

Syndicate Plus. 

System Shock. 

..CDROM 32.99 
.27.99 


Test Pilot.CDROM 26.99 

TPX 27 99 

TFX.'.’.’.'.’.’.'.’.’.’.'..'.’.'.'.'.’...',..'.'...'......^ 

The Blue And The Gray3,5"/CDROM26.99 

Theme Park.3,5/CDROM 27.99 

The Crystal Maze.26.99 

The Horde.CDROM .27.99 

The Joys of Sex.CDROM 26.99 

The Psychotron.CDROM .32.99 

Tie Fighter.27.99 

Tie Fighter - Defender of the Empire 

13.99 

Tom Landry Strategy Football.19.99 

Tornado & Falcon 3.0.3,5"/CDROM 26.99 

Tower Assault .19.99 

Tower Assault.CDROM .22.99 

Track Suit Manager.16.99 

Trans Express.3.5"/CDROM 22.99 

Transport Tycoon.3,5"/CDROM 27.99 

Traps 'N'Treasures.19.99 

Trance Mission.CDROM 16.99 

UFO Enemy Unknown3,5"/CDROM 27.99 

US Navy Fighters.CDROM .34.99 

Ultima 7 Complete.CDROM 32.99 

Ultima 7 (The Black Gate).12.99 

Ultima 8 (Pagan).29.99 

Ultima 8 (Lost Vale).14.99 

Ultima 8 (Speech Accessory Pack)...13.99 

Ultima 8 + Speech.CDROM 34.99 

Ultimate Body Blows...3,5"/CDROM 19.99 

Ultimate Football.CDROM .27.99 

Under A Killing Moon.CDROM 39.99 

Universe.3.5"/CDROM .26.99 

Unnecessary Roughness.26.99 

Veil Of Darkness.24.99 

Virtual Worlds.29.99 

Virtuoso.CDROM 26.99 

Vital Light (Windows).19.99 

Voyages of Discovery.22.99 

Voyeur.CDROM .27.99 

Wembley Rugby League.19.99 

Wild Blue Yonder.CDROM .31,99 

Wing Armada.27.99 

Wing Armada.CDROM 32.99 

Wing Commander Academy.22.99 

Wing Commander 1.11.99 

Wing Commander 2 & Speech Pack.26.99 

Wing Commanders.CDROM 35.99 

Wings Of Glory.29.99 

Wings Of Glory (Enhanced)CDROM 32.99 

Wizardry 5,6 & 7 Compiiafion.22.99 

Wolfenstein 3D.13.99 

Wolf Pack.. ...16.99 

Wolf Pack.CDROM .22.99 

World Cup Golf.25.99 

World Cup Golf.CDROM 27.99 

World Cup Year '94 ....3,5"/CDROM .22.99 
World Soccer Interactive Review..CDROM 22.99 

World Tennis.CDROM .29.99 

Worlds of Legend.CDROM .14.99 

X-Wing.27.99 

X-Wing - B-Wing Mission Disk.13.99 

X-Wing - Imperial Pursuit.13.99 

X-Wing - Collection ..3.5”/CDROM .29.99 

Zephyr.26.99 

Zeppelin.3.5"/CDROM .27.99 

Zig Zag.27.99 

Zool2.CDROM 22.99 

Zool2 ...19.99 

Zonked.16.99 


SPECIAL OFFERS 


Zorro.3.5"/CDROM 26.99 

7th Guest (OEM).CDROM 16.99 

Alone In The Dark & Jack In Dark CDROM 16.99 

Batman Returns.9.99 

Beauty & The Beast (OEM) .CDROM 14.99 

Board Genius.16.99 

Championship Manager '93.16.99 

Chessmaster 3000.CDROM .22.99 

David Ledbetters Golf.9.99 

Day Of The Tenfacle (OEM) ...CDROM 19.99 

Dogfight.3.5"/CDROM 12.99 

Dune (OEM).CDROM 15.99 

Eight Ball Deluxe Pinball.16.99 

FI 5 Strike Eagle 3.3,5"/CDROM 12.99 

Freddy Pharkas Frontier Pharmacist 16.99 

Gabriel Knight (OEM).CDROM 17.99 

J Nicklaus Courses St Andrews etc ....7.99 
J Nicklaus Courses Royal Birkdale etc7.99 

Jutland (OEM).CDROM 16.99 

Kick Off 3.3,5"/CDROM .. 9.99 

Kings Quest 6 (OEM).CDROM 14.99 

Lemmings 2 - The Tribes.16.99 

Lost in Time (Parts 1 & 2).16.99 

Mad Dog McCree (OEM) ...CDROM 16.99 
Mad Dog McCree 2 (OEM) CDROM 17.99 
Mavis Beacon Teaches Touch Type.16.99 

Outpost (OEM).CDROM .21.99 

Pirates Gold.16.99 

Premier Manager 2.7.99 

Rebel Assault (OEM).CDROM 22.99 

Red Baron.12.99 

Red Baron Data Disk.9.99 

Return Of The Phantom.16.99 

Shadoworids.9.99 

Strike Commander (OEM) .CDROM 22.99 

Subwar 2050 (OEM).CDROM. 17.99 

Syndicate Plus (OEM).CDROM 22.99 

UFO (OEM).CDROM.17.99 

Ultima 8 - Pagan (OEM) ....CDROM 22.99 

TFX(OEM).CDROM 19.99 

The Journeyman Project....CDROM 16.99 

The Shadow Of Yserbius.9.99 

Tornado + Desert Storm3,5"/CDROM 9.99 

Wing Commander (OEM).5.99 

World Class Rugby (Five Nations).9.99 

Vikings.9.99 


Keyboard Extension Cable.4.99 

Logic 3 Tomado-JT251 (Analog).12,99 

Logic 3 Delta-Ray-JT256 (Digital).12.99 

Logic 3 Qualro-jt256 (Digital).14.99 

Mains Extension Lead/Coupler.3.99 

Mains Lead Moulded.3,99 

Monitor VGA/SVGA Extension Cable .4,99 

Mousemat.1.99 

MT Speakers 2x5 watt-SBC600.19.99 

MT Speakers 2x10 watt-SBC610.33.99 

MT Speakers 2x20 watt-SBC620.39.99 

MT Speakers 2x35 watt-SBC630.79.99 

MT S/woofer Syst 50 watt-SBC650...74.99 
MT Speakers 2x 50 watts-SBC660.119.99 

Panasonic CR562 Kit.139.99 

Panasonic CR562 Pro.149.99 

Quickjoy M6 SV202.11.99 

Q/joy PC Optix Switchable-Analog/Digital.29.99 

Quickjoy PC Raider-SV206 (Analog) ..9.99 

Quickjoy PC Propad-SV230.10.99 

Quickjoy PC Fighter M5-SV201.13.99 

Quickjoy PC Cohnection M6-SV202 ...9.99 
Quickjoy PC Topstar-SV227 (Digital) 17.99 

Quickjoy PC Commander-SV207.16.99 

Quickjoy Topstar SV227.19.99 

Saltek Megagrip 3-MX230 (Analog)12.99 
Saitek Megagrip 7-MX732 (Analog)..13.99 

Saitek Megagrip 8-MX734.14.99 

Saitek Megastick 3-MX130 (Digital) ....8.99 

Screenbeat 3 Speakers-SB203.12.99 

Screenbeat Mains Adaptor.7.99 

SS-50 Speakers (8 Watt RMS Built In) ...34.99 

SoundBlaster 16 Value SB-2770.89.99 

Suncom Command Control Pad.13.99 

Suncom Dual Joystick Adaptor.6.99 

Suncom FX2000 (Analog).19.99 

Suncom Flightmax (Analog).27.99 

Suncom G-Force Yoke.49.99 


EDUCATIONAL 


Suncom Gameport 2000 Dual Port Card....16.99 
ADI GCSE Maths, English or French22.99 
ADI English (11-12), (12-13), (13-14) 17.99 
ADI French (11-12(, (12-13), (13-14)17.99 
ADI Maths (11-12), (12-13), (13-14) .17.99 

ADI Reading (4-5) or (6-7).17.99 

Beauty And The Beast (OEMl ....CDROM .14.99 

Belter Maths (12-16 Years).13.99 

Better Spelling (8+ Years).13.99 

Biology (12-16 Years).13.99 

Cave Maze (8-13 Years).10.99 

Chemistry (12-16 Years).13.99 

Comptons Encyclopaedia (OEM).CDROM 22.99 

Encarta 1994 (OEM).CDROM 49.99 

Encarta 1995 (OEM).CDROM .59.99 

Encyclopaedia Of Science CDROM 69.99 

Flying Fingers.22.99 

Fraction Goblins (8-13 Years).10.99 

Fun School 2 (-6) or (6-8) or (8-r).8.99 

Fun School 3 (-5) or (5-7) of (7+).13.99 

Fun School 4 (-5) or (5-7) or (7+).16,99 

Fun School 5 - Dreamland (4-7).19.99 

Fun School 5 - Space (6-7).19.99 

Fun School 5 - Time (8-11).19.99 

Grolier Encyclopaedia (OEM).CDROM 22.99 

Incredible Cross-Seclions-SlowawayCDROM 34.99 

Junior Typist.13.99 

Macmillan’s Did for Children (OEM)CDROM .15.99 

Magic Mafhs (4-8 Years).13.99 

Maths Dragons (5-12 Years).10,99 

Maths Mania (8-12 Years).13.99 

Mickey's 123's (2-5 Years).13.99 

Mickey's ABC's (2-5 Years).13.99 

MS Explores the Human Body CDROM .34.99 
MS Explores the Solar SystemCDROM .34.99 
My First Incredible Amazing DiclionaryCDROM 34.99 

Noddy's Playtime (3-7 Years).19.99 

Noddy's Big Adventure (3-7 Years) ..19.99 

Our Solar System.CDROM .12.99 

Physics (12-16 Years).13.99 

Picture Fractions (7-10 Years).10.99 

Prescription Drugs Phamiacisis GuideCDROM „ 12.99 

Reading Rainbow.CDROM .12.99 

Reasoning With Trolls (5-12 Years) .10.99 

Syracuse Lang Sys Spanish (4-9)CDROM.22.99 

Syracuse Lang Sys English (4-9).CDROM .22.99 
Syracuse Lang Sys French (4-9) .CDROM .22.99 
Syracuse Lang Sys German (4-9)CDROM .22.99 
Syracuse Lang Sys Japanese (4-9) CDROM .22.99 
Syracuse Lang Sys English 9+.CDROM ,24.99 
Syracuse Lang Sys French 9+,.CDROM .24.99 
Syracuse Lang Sys English 9+.CDROM .24.99 

Tidy The House (5-9 Years).10.99 

The Ultimate Human BodyCDROM. 55.99 

The Ways Things Work.CDROM 55.99 

Treasure island.CDROM .12.99 

World Atlas v5.0.12.99 

A Christmas Carol (8+ Years).13.99 

Robin Hood (8+ Years).13.99 

The Three Bears (5-10 Years).13.99 

The Wizard Of Oz (6+ Years).13,99 

Wind In The Willows (8+ Years).13,99 


Wordsfar for Windows v2.0 . 


System Shock (Enhanced)CDROM. 32.99 

S.U.B.17.99 

Tactical Man English.Scottish or Italian ...22.99 
Tactical Manager.CDROM 26.99 

Tactical Manager 94/95 Data Disk..12.99 

Tarzan.16.99 


JOYSTICKS & 
ACCESSORIES 


Zool.9.99 

2M Parallel Printer Cable.2.99 

3M Parallel Printer Cable.4.99 

5M Parallel Printer Cable.6.99 

10M Parallel Printer Cable.9.99 

3 Button Serial Mouse.9.99 

CH Flightstick.29.99 

CH Flightstick Pro.59.99 

Disk Box (10 Capacity).1.99 

Disk Box (40 Capacity).4.99 

Disk Box (50 Capacity).5.99 

Disk Box (80 Capacity).6.99 

Disk Box (100 Capacity).7.99 

Freewheel Analog Steering Wheel....27.99 

FreeFlight Analog Throttle.15.99 

Gravis Analog Joystick.29.99 

Gravis Analog Pro Joystick.39.99 

Gravis Dual Eliminator PC Gameport ..24.99 

Gravis PC Gamepad.19.99 

Joystick/Mouse Extension Cable.4.99 

Keyboard.17.99 


3 . 5 " Blank Discs 


TDK Precision Unbranded 
Low High Low High Low High 

10 5.99 6.99 3.99 5.99 3.50 4.99 

20 11.50 13.50 7.50 11.50 6.50 9.50 

50 27.50 32.50 17.50 27.50 16.25 22.50 

100 52.50 62.50 32.50 52.50 29.99 42.50 


After Dark v3.0.26.99 

Borland Turbo C++ v3 (DOS).59.99 

Borland Quattro Pro v5 (DOS/WIN)..49.99 

CompuServe.19.99 

Freeway Accounts Master Coll.59.99 

GST First Press.22.99 

GST First Design.35.99 

Intuit Quickinvoice.35.99 

Intuit Quickbooks v2.0 for Windowsl 19.99 

Intuit Quicken for DOS v6.0.39.99 

Intuif Quicken tor winoows v3.u.35.99 

Key Cad Complefe.29.99 


Key Fonts. 

Key Clipmaster (DOS). 

MS Word. 

MS Works for Windows v3,0 . 

MS DOS V6.22. 

MS Office Professional. 

MS Publisher. 

MS Windows v3.11. 

QEMM v7.5.. 

Quatfro Pro v5. 

Sage - Instant Accounting. 

Winfax Pro v4.0. 


..29.99 

29.99 
279.99 

..119.99 

49.99 
..549.99 

79.99 

79.99 

59.99 

45.99 
..119.99 

..75.99 


DOS PD & Shareware 


GAMES 

G002 Earners.1.25 

G003 Desert Raid.1.25 

G004 Eleevtro Body.1.25 

G005 Bio Menace.1.25 

G006 Jetpack.. 1.25 

G007 Comm Keen 4 Goodbye Galaxy 1.25 
G008 Comm Keen 1 Inv of Vorticons .1.25 

G009 Wolfenstein 3D.1.25 

G010 Wolfenstein Extra’s.1.25 

G011 HoosierCity.1.25 

G012 Space Flight Simulator.1.25 

<3013 Secret Agent. 1.25 

G015 Overkill. 1.25 

G016 Classic Pinball... 1.25 

G017 Meltdown. 1.25 

G018 Rapid Response 1.25 

G019 Dark Ages 1 Prince of Destiny..1.25 

G020 Llamatron.1.25 

G021 Last Half of Darkness.1.25 

G022 Global Warfare,., 1.25 

G023 Duke Nukem 2... 3.75 

G024 Reduke - Duke Nukem data disk .1.25 

G025 Morkin2. 1.25 

G026 Hugo’s House of Horrors.1,25 

G028 Ford Simulator 2.1.25 

G029 Ford Simulator 3.1.25 

G030 Ken’s Labyrinth.1.25 

G031 Zone 66.1.25 

G032 Gate World.1.25 

G033 Cyber Chess.1.25 

(3034 Keen Dreams.1.25 

G035 Keen6.. 1.25 

G036 Sky Roads.1.25 

G037 Jazz Jack Rabbit.2.50 

G038 Brix. 1.25 

G039 Mutant Space Bats.1.25 

G040 Rameifox 1.25 

G041 Psionics 1.25 

G042 One Must Fall.2.50 

G043 Raptor.2.50 

G044 Wacky Wheels.2.50 

G046 Doom Extra’s.1.25 

G047 World Cup Cricket.1,25 

G048 Xargon.1,25 

G049 Power Chess.1.25 

G050 Armies of Steel.1.25 

G051 Super Android.1.25 

G052 Mystic Towers.1,25 

G053 Combat Zone.1.25 

G054 Doom Front End v1.31.1,25 

GOSS Revenge of the Mutant Camels 1.25 

G056 Doom WadPac 1.1.25 

G057 Doom Editor Utilities v5.21 .1.25 

G058 Cosmo's Cosmic Adventures.... 1.25 

G059 Mahjong VGA.1.25 

G060 PC Pro Golf.1.25 

G061 Space Chase.1.25 

G062 Traffic Department 2192.2.50 

G063 0MF2097.2.50 

UTILITIES 

U001 Automenu.1.25 

U002 Powermenu.1.25 

U003 Baker’s Dozen.1.25 

U004 Screen Saver.1.25 

U005 Menu Utilities.1,25 

U006 Disk Spool 2.1,25 

U007 Flexibak. 1.25 

U008 EZ Copy 3.1.25 

U009 Expel - Virus Control.1.25 

U010 Still River Shell DOS Enhancer.l .25 

U011 Power Batch.1.25 

U012 Printer Setup Utility.1.25 

U013 Diskette Labeller.2.50 

U014 As Easy As v5.5.1.25 

U015PCFile7 2.50 

U016EasyBasev1.2.1.25 

U017File Express v5.1.1.25 

U018 625 Business Letters.1.25 

GRAPHICS 

GR001 Dinosaurs Colour PCX Files ,.1,25 

GR 002 Cartoon Colour PCX Files.1.25 

GR003 Neopaint v2.2.1.25 

GR004 Neopaint Fonts 1.1.25 

GR005 Neopaint Fonts 2.1.25 

GR006 Science Fiction Colour PCX Filesi .25 
GR007 Famous People Colour PCX Files 1.25 

GR008 DMORF v1.12.1.25 

GR009 Aviation, Cars & Space PCX Files 1.25 
GR010 Star Trek & Wars Colour PCX Fites 1.25 
MUSIC 

M001 Second Reality.2.50 

M002 Midi Files IV.1.25 

MOOS Midi Files V.1.25 

M005 Drum Blaster.1.25 

M006 Midi Files I 1.25 

MOOT Midi Files II 1.25 

MOOS Midi Files III.1.25 

M009 WINDOWS.WAV Files.1.25 

WORD PROCESSORS 

wool Multiword.1.25 

BUSINESS 

B001 Freeway Ledgermaster.3.75 

B002 PC File v5,0.3.75 

EDUCATIONAL 

E001 Batch File Tutorial.1.25 

E002 WPfor Kids.1,25 

E003 PC Fast Type.1,25 

E004 GCSE Computer Studies.1.25 

E005 GCSE Physics.1.25 

E006 GCSE Science.1.25 

E007 Mathematics.1.25 

HOBBIES 

H001 Weight Control Menu.1.25 

H002 Diet Planeer.1.25 

H004 Professional Crossword Creator.2,50 
H005 Tommy’s Crossword Creator .,..1,25 

H006 Poetry Generator.2,50 

HOOT 24 Points.1.25 

H008 Hard at Work.1.25 

H009 Stamp Man.1.25 

HOI 0 Astromart.1.25 

HO11 Personal Golf Card.1,25 

H012My Stuff.1.25 

OVER 18’s 

X001 Pinups 2.1.25 

X002 Corporate Scumbags.1.25 

X003 Adult Games 2.1.25 

X004 Astrotit.1.25 

X005 XXX Printmaster Graphics.1.25 

X007 Page 3 Girls.6.25 


Windows PD & Shareware 


WG002 Microman v3.1.1.25 

WG003 Castle of Winds.1.25 

WG004 13 0ut. 1.25 

WG005 Batlles in aDistant Desert.1.25 

WG006 Air Force. 1.25 


WordPerfect Infocentral.59.99 WG007 ABM Command.1.25 
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Reviewed On CD 


Armoured Fist 

Novalogic 

■72 

Creature Shock 

Virgin Interactive Ent. 

60 

Cyberwar 

Sales Curve Interactive 

^80 : 

Cyclemania 

Accolade 

70 

Ecstatica 

Psygnosis 

52 

FPS: Baseball ‘94 

Sierra 

64 

Malcolm’s Revenge 

Virgin Interactive Ent. . 

60 : 

Noctropolis 

Electronic Arts 

58 

Novastorm 

Psygnosis 

84 

Retribution 

Gremlin Interactive 

66 

Under A Killing Moon 

US Gold 

88 

Navy Fighters 

Electronic Arts 

(M 

00 


HOW we DO WHAT WC DO... 


The whole PC GAMES team plays every game reviewed and, although only one 
person’s name appears on each review, the criticisms and Overall mark reflect all 
of our combined opinions, hopefully giving you a balanced view. Should any team 
member disagree violently with the rest, his comments will appear in a special 
box in the review. 




Everyone at PC GAMES is a complete gaming nut. That’s why we know exactly 
what you want to see in a game review (or so we like to think). 

So what do you get? _ 


Well, you get all the info you need and no waffling — we get straight to the point. 
On top of that you get loads of big screenshots of the game in action, along with 
maps and diagrams helpfully illustrating any major gameplay features — after all 
a picture, as they say, speaks a thousand words. 


Then we compare the big games with another of similar type in the ‘It’s A Bit 
Like...’ panel. Typically this will be the best game in its genre so you’ll probably 
be pretty familiar with it, thus giving you a handy point of reference. 


Reviewed On Disk 

All New World Of Lemmings Psygnosis 
Dawn Patrol Empire 


Hannibal 

Inordinate Desire 


^Universe 


Empire 
Krisalis 
Black Legend 
Core Design 


The coveted PC GAMES STAR ^ 


is awarded to any game scoring 90% or over, indicating that 
the game in question is an essential addition to any games- 
player's software collection. 


/aU the guff you need to know about who pub-^ 
lishes the game, who developed it, its price 
and when it’s due to be released. You even get 
a contact ‘phone number to call if you want 
more info. 


DARK LEGIONS 


US Gold/SSI 


(021) 625 3388 


£ 35.99 Out No w 

MINIMUM SPEC 


Details the minimum machine specification as 
recommended by the software company, 
along with how much valuable hard disk 
space it takes up and what optional peripher¬ 
als it’ll recognise. 


33MH7 386, VGA, 4Mb RAM, 3sMb of 
hard disk space and mouse 


ALSO SUPPORTS 


Joystick; Sound Blaster, Pro Audio 
Spectrum, Wave Blaster and Sound 
Canvas soundcards. 


THE GOOD... 


^he game’s good and bad points, which are 

basically a concise summary of the criticisms 
\jnade in the main review. _ 


* Wonderfully well-animated graph¬ 
ics with lots of variety. 

* Excellent sound effects throughout. 

* Great fun for anyone who’s not a 
major strategy-head. 


...AND THE BAD 

« TIf you ore a major strategy-head it 
might seem a bit low-brow. 

« Two player mode is a little flawed 
and I can’t see it being played over the 
phone much in this country. 


/^he Overall Score. We don’t see any point in 
ratings for playability and all that other stuff u 
— you get one mark to sum everything up and 
y^hat’s it._ ^ 


85% 


Finally, we have the essential scare panel... 
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Werewolves, mino- 


taurs and bears who 


break wind ••• Dean 


Evans tries to unravel 


the mysteries of the 


new 3D arcade adven¬ 


ture from Psygnosis. 




(Above top) If you collect three magical ingredients, stick them in the pot and simmer them for 
20 minutes, you can turn yourself into a weasel. And you can change into a frog. No, really. 
(Above) Things get a bit grisly as the heroine discovers what has happened to some of the 
more “well-endowed” women from the village. Hmmm, kebab anyone? 


hursday, November 
18th, 928 AD... The 
werewolf trapped me 
into a corner, but I found the strength 
to beat it back once more. Eventually it 
retreated to nurse its wounds. But this 
time it had wounded me — not badly, 
but enough to make me dizzy. I stag¬ 
gered away around the corner, hoping 
to find somewhere to hide, but there 
was a huge spider clinging to the wall. 

God, I hate spiders. Somehow, i must 
find a weapon... 

Like Little Big Adventure and Magic 
Carpet, Psygnosis’ Ecstatica is one of 
the new wave of CD-only games that 
sends games reviewers into hyper¬ 
bole overdrive. “Stunning”, “awe¬ 
some” and “brilliant” are just some 
of the enthusiastic superlatives that 
spring to mind. And who could for¬ 
get the classic “Ecstatica is so good, 
even your granny will love it”, or the 
timeless “Ecstatica is yet another can¬ 
didate for game of the year.” 

Whatever people end up saying, if JP 

I If tP 


you’ve got a CD-ROM drive, there’s no I 
doubt that Ecstatica is an essential pur¬ 
chase. Granted, it’s not the most stun¬ 
ningly original title to hit the PC in the 
past year — you could say it’s simply 
Alone In The Dark with curves — but it 
has the same spooky, mysterious feel of 
the original Infogrames classic, as well 
as the adventuring, the object manipu¬ 
lation and, of course, the combat. But 
best of all there’s not a space-chomp¬ 
ing, non-interactive Full Motion Video 
sequence in sight. 

Set in Northern Europe in 928 AD, 
Ecstatica places you in control over a 
tired traveller who has run out of provi¬ 
sions. A small village lies ahead and so 
you spur your horse towards it, hoping 
to restock your supplies and then move 
on. Unfortunately, how¬ 
ever, the village has 
been overrun by 
demonic, nightmarish 
creatures and, when 
you try to leave, the 
only bridge across 
to the outside 
world collapses, 
cutting off your escape 
route. You have no 
choice but to venture 


further into the damned village and 
to try to unravel its evil secret. 

Ecstatica has a distinctly sinister 
feel to it, like a neat combination of 
Hammer horror and modern 
adventure game. As the game 
begins, you discover that almost 
the entire village has been mur¬ 
dered and that a variety of 
monsters are lurking in the 
streets, including a werewolf, a 
minotaur, a couple of dragons, a 
small skeleton troop, and lots of 
small gremlin-type things that look 
like Piglet from the Winnie The 
Pooh stories. The monsters are far 
from stupid and, once they’ve spotted 
you, they’ll follow you ruthlessly. The 
werewolf, for example, is smart enough 
to hide round corners, waiting patiently 
to pounce on you as you walk noncha¬ 
lantly through the village. 

So, as Edward Carnby battled evil, 
Lovecraftian imaginings in Alone In The 
Dark, it’s up to you to unearth the evil 
secrets of the village of Tirich. What 
happened to the village witch? Is it true 
about the Lady Of The Lake? Who or 
what lurks in the dungeons 
beneath the church..? 

As you’ve probably noticed, 
by far the most striking thing 
about Ecstatica is the smooth-mov¬ 
ing ellipsoid graphics 3D engine. The 
3D system is similar to Alone In The 
Dark in most respects but instead of 
constructing each character 
with a collection of flat poly- 
gons, Ecstatica’s 3D 
engine* uses a combi¬ 
nation of over 80 
ellipses to give the 
characters in the 
game a rounded, 
more realistic look. It works 
very well, and while it does 
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Sexual Equality 



tend to exaggerate certain features (like 
the female bum, for example), the char¬ 
acters are much better defined and 
more lifelike than their Alone In The 
Dark counterparts. 

Sadly, however, what you can’t 
appreciate from the screenshots here, is 
the sheer beauty of the animation. 
Although the characters in Ecstatica 
look like they’ve been created by one of 
those balloon-modellers that turn up at 
children’s parties, they move very fluid¬ 
ly, whether they’re running away, hang¬ 
ing from the ceiling, fighting or just 
standing around waiting for something 
to happen. 

The feeling of ‘living’ movement is 
enhanced by the fact that the characters 
in Ecstatica also have a wide variety of 
hidden, non-interactive animations. 
These are very small and, as they last no 
longer than one or two seconds, you 
never feel as though you’ve lost control 
of your character. In reality, they don’t 
really amount to much more than a ner¬ 
vous look or a quick scratch of the nose, 
but the inclusion of these mannerisms 
does make the characters seem much 
more realistic. 

But despite the innovative graphic 
style and the superb animation, there’s 
no hiding the fact that Ecstatica has all 
the features of Alone In The Dark, with 

...Alone in the Dark i, 2 or 3 . Take your 
pick. With its static backdrops, simple- 
to-use control system and polygonal 
characters, AITD pioneered the 3 D 
graphic adventure. Okay, Infogrames 
lost its way a bit with Alone 2 , but the 
imminent Alone 3 promises a return to 
the tension and horror of the original. 




perhaps a touch of Little Big Adventure 
thrown in for good measure. Like AITD, 
in Ecstatica you take control of a 3D 
character, who you must move around a 
number of locations, solving puzzles 
and collecting objects. Again like AITD, 
the background scenery is all pre-ren- 
dered and, instead of using a fixed iso- 
metric-3D perspective, the locations are 
viewed using a variety of different cam¬ 
era angles. 

Now, while this is all very commend¬ 
able (and very, very arty), by choosing 
to use changing camera angles Ecstatica 
unfortunately suffers from precisely the 
same problems as Alone In The Dark 
did. Occasionally, when the camera view 
flips, it’s difficult to reorientate yourself 
quickly, and when a camera angle 
makes it hard to see a door, it’s often 
very tricky to move through it first time 
around. In the same way, the 
combat is also slightly tricky, 
especially when you’re being 
punched back and forth and 
the view keeps shifting. ^1 

But once you’ve become 
used to the 3D engine, it’s very 
easy to move your hero or heroine 
around the gameworld. Your char¬ 
acter is moved using the PC’s 
numeric keypad, and while the 
control system is slightly more 



complicated than the one in AITD, it’s a 
much more versatile and realistic one. 

To explain it simply, the arrow keys 
on the keypad (i.e. ‘2’, ‘4’, ‘6’ and ‘8’) 
move your character forwards and back¬ 
wards and turn him/her left and right; 
the ‘7’ key punches with the left hand 
(or uses whatever weapon you’re hold¬ 
ing) and the ‘9’ key punches or swipes 
with the right hand; pressing the ‘5’ key 
allows you to duck to avoid punches 
from the werewolf and the Minotaur; 
while the ‘1’ and the ‘3’ keys allow you 
to pick up objects with the left and right 
hand respectively. 

One of the more interesting things 
about Ecstatica is the fact that your 
character doesn’t possess a handy 
pair of infinity trousers or a bot¬ 
tomless backpack. You see, unlike 
a traditional adventure game where 
you can usually carry twenty or 
more objects at once, in Ecstatica 
you can only carry two items — 
one in each hand. So, if you’ve got 
a weapon in one hand, you have 
to carefully plan your movements. 
You don’t want to end up stranded 
without a vital object, or facing an 
angry minotaur holding nothing but 
a pretty flower and a teddy bear. 

But when you do eventually find 
a weapon (i.e. a knife, a mace or a 



Thorn in My Side 


The werewolf is a constant source of irritation. You can stun him, but you can’t kill him. 


Venture out of the village and the werewolve’s role is taken on by the equally nasty minotaur. 





















Ugh! That’s Horriblel 



You’ve got to hand it to the demons — every villager has been killed in a very original way. 



They held this woman down and then skewered her with a sword. Worse still, she’s still alive. 



sword), combat is a simple matter of 
moving towards your intended target 
and pressing the relevant keys to swipe 
and stab. And as Ecstatica isn’t a linear 
game, you can kill whoever you want. 
Sadly, the minotaur and the werewolf 
are fairly indestructible and remain a 
constant nuisance throughout the 
game, but if you want to push the priest 
off the bell-tower or murder all of 
the monks in the monastery 
(above) then you can. You can 
even murder the poor old leper 
who begs for coppers in the forest. 

As I’ve mentioned, beneath the 
ellipsoid graphics beats 
the heart of a traditional 
quest game, and solving Ecstatica 
requires keen observation, a bit of 
puzzle solving and a lot of traipsing 
backwards and forwards with vari¬ 
ous objects. Frequently it’s simple 
and often blatant adventuring — 
for example, a little girl screams for her 
teddy bear which is lying on a table in 
the witch’s house. The monks won’t let 
you into the monastery unless you 
believe in God... Hmmmm, wasn’t there 
a bible lying on the floor of the church? 

Ecstatica is also notable because it’s 
one of the first games to receive the 
new ELSPA “i8” rating certificate. While 
the visuals are quite graphic in their 
depiction of death (a priest hangs by his 
neck in the church, a woman lies skew¬ 
ered on a table, an old man has been 
crucified in the forest — ugh!), the “i8” 
rating has not just been slapped upon 
the game because of the graphics — I 
mean, come on, just how grisly can a 
ellipsoid priest be? No, the rating was 
also awarded because of the plot con¬ 
tent, which revolves around demonic 
possession, murder and black magic. 

There’s no denying that Ecstatica is a 
great game. The ellipsoid-based 3D 
engine is quite remarkable, and the 
digitised speech that appears through¬ 
out is crisp, clear and very well acted. 
While many of us thought that the Alone 
In The Dark series had lost its way with 
the blast-fest that was Alone 2, with 
Ecstatica Psygnosis has taken the eerie, 
menacing feel of the original Alone In 
The Dark game and come up with one of 
the most atmospheric games you’ll play 
this year. 

If I have a criticism — and it’s only a 
tiny one — it’s that the playing area is a 
bit too small. Ecstatica is beautifully 
drawn and the characters are wonder¬ 
fully animated, but after you’ve wan¬ 


dered about a bit, you soon discover 
that there are very few new and exciting 
locations to be discovered. The puzzles 
aren’t particularly difficult either and 
although I haven’t managed to finish 
the game yet, Dave breezed through it 
in just under three days. 

But that said, Ecstatica is still a mar¬ 
vellous game and if you liked the origi¬ 
nal Alone In The Dark, then this 3D 
spectacular will keep you more than 
occupied. Although I didn’t have as 
much fun with it as I had with 
Little Big Adventure, if you’ve 
got a CD-ROM drive and you’re 
fed up with the endless, 
unimaginative conversions of 
old floppy games, then take a 
look at Ecstatica. Although it’s 
very similar to Alone In The Dark, 
it’s one of the most exciting and 
one of the most innovative /^N 
games of the year. 


ECSTATICA 



PSYGNOSI 


25MHz 486, VGA, 4Mb RAM, 10Mb of 
hard disk space and CD-ROM drive. 


ALSO SUPPORTS 


Sound Blaster and Ad Lib soundcards. 


THE GOOD... 

* The ellipsoid graphics are very 
effective. 

* The game has a dark, sinister feel 
that reminds you of the original Alone 
In The Dark game. 

* The speech and the soundtrack are 
also excellent. 

...AND THE BAD 
41 The playing area is perhaps a bit on 
the small side. 

« The puzzles aren’t the most difficult 
you’ll ever come across, and you might 
complete it too quickly. 


92% 
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David Upchurch steps 


back in time with 


Core’s dismal graphic 


adventure. 





(Above) The conversation system is of the 
tried-and-tested ‘multiple choice’ type, 
though it’s not very clever the way some of 
your speech options mysteriously ‘bleed off’ 
the end of the line. 


UNIVERSE 


Core Design/In-house 


(0332) 297797 


£39.99 Out Now 

MINIMUM SPEC 


i6MHz 386, VGA, 2Mb RAM, 6Mb of 
hard disk space and mouse. 


ALSO SUPPORTS 


Sound Blaster, Ad Lib and Roland 
soundcards. 


Vf 

s the likes of 
LucasArts, Sierra and 
Westwood continue to 
churn out smash hit after smash hit 
with what seems like effortless ease, 
other companies can be forgiven for 
trying to have a go at writing a graphic 
adventure themselves. 

After all, they must think, how hard 
can it possibly be? All you have to do is 
knock up a point-’n’-click icon interface 
(ten-a-penny these days), 
paint a few pretty pictures , 
draw a few sprites and 
think up a few logic puz¬ 
zles, and before you 
know it you’ve got a 
sure-fire runaway Top 
Ten chart smash on your 
hands. But as Universe, 

Core Design’s second foray 
into the world of graphic 
adventures (its first was Curse Of 
Enchantia), so ably proves, it’s not half 
as easy as it looks. 

Universe has the look and feel of a 
graphic adventure from about four or 
five years ago. The icon-based player 
interface, for example, allows you to 
perform over a dozen possible actions. 
As well as old favourites such as ‘Pick 
Up’ and ‘Use’, there are commands to 
let you ‘Combine’ objects, ‘Insert’ 
objects, ‘Throw’ objects, ‘Wear’ objects 
and even ‘Jump’. 

The kindest words to describe this 
system are ‘cumbersome’ and ‘clunky’ 
(and, for the record, the unkindest are 
‘stupid’ and ‘crap’). While I appreciate 
that the programmers were trying to get 
away from the ‘one action fits all’ 


approach of most modern adventures, it 
seems pointless to have quite so many 
actions when some of them are only 
used once or twice during the whole 
game. 

The plot is equally archaic, and cen¬ 
tres around the, er, ‘adventures’ (for 
want of a better term) of young Boris 
Verne who, after being transported to 
an alien dimension by his eccentric 
uncle’s Virtual Dimension Inducer, has 
to battle assorted alien and solve 
numerous puzzles in order to find his 
way home. 

This yawningly unoriginal sce¬ 
nario would be just about 
bearable if Boris’s environ¬ 
ment was filled with exotic 
locations to explore and 
interesting characters to 
meet, but it’s not — the 
graphics are typically unex¬ 
citing and grainy-looking, 
the sprites are small 
and poorly animated 
and the music is dreary. 

Like its namesake. 

Universe is severely 
lacking in atmosphere. 

In keeping with 
Universe’s all-pervading 
air of dullness, there’s 
barely any humour in the 
game. What little there is main¬ 
ly comes from Boris’ laconic, cynical 
descriptions of his environment. Trouble 
is, when Boris groans, say, “Yes, it’s yet 
another monitor” or something similar 
on examining his hundredth TV screen, 
it makes you suspect that the program¬ 
mers got as bored writing the game as 
you will playing it. 

And you will get bored, believe me. 
The puzzles veer wildly between plain 


uninteresting and sheer illogical, and 
too much of the game, especially early 
on, is spent trudging around 
dozens of desperately dull 
locations which are near¬ 
identical save for the odd 
rock or pebble. And mat¬ 
ters aren’t helped by the 
way that Boris often gets 
‘stuck’ on the scenery, 
sometimes permanently, 
forcing you to restart from 
your last saved position. 

In a futile attempt to liven things up, 
the programmers have sprinkled a 
handful of arcade-like sequences 
throughout the game. Purists need not 
worry over them too much, though, as 
they’re very, very, very simple, both in 
concept and to succeed at. Sadly, the 
fact that I enjoyed playing these arcade 
bits far more than the graphic/^\ 
adventuring bits says it all really. V®/ 




(Above) In the first arcade sequence you encounter, you have to dock your hovercar with an 
alien’s spaceship. It’s not exactly Virtua Racing, is it? 

(Left) A fine example of one of Universe’s lamentable attempts at humour. You see that little 
hermit bloke? He looks (snigger) a bit (hurr-hurr) like Yoda! (Sound of sides splitting.) 


THE GOOD... 

* Oh god, there must be one... 

...AND THE BAD 
« The player interface is ridiculously 
over-complicated and clunky. 

• Boris has a nasty, game-ending 
habit of getting permanently stuck in 
the scenery. 

« The arcade sections are so trivial 
and easy that they’re pointless. 

« Drab graphics are complemented 
by dreary music. 
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Do you want to know what’s cooking? 

Do you knead to make some dough? 

Then get a piece-of-the-action with Pizza Tycoon. 

A business simulation to get your teeth into. 

Order up Pizza Tycoon from us. 

Because at MicroProse, we deliver. 



AVAILABLE FOR IBM PC COMPATIBLES 
















Alex Fraser straps on 


his utility belt and 


journeys into the 


comicbook world of 


Noctropolis. 


eroes in adventure 
games tend to fall 
into one of two cate¬ 
gories: either they’re comical no- 
hopers like Leisuresuit Larry or 
Guybrush Threepwood who somehow 
manage to triumph against impossible 
odds, or else they’re broad-shouldered, 
square-jawed walking monuments to 
testosterone who bear names like Stark 
or Kirt or Steel. 

Peter Grey, the everyday hero of 
Noctropolis, is sadly neither. He doesn’t 
really have enough personality to fall 
into the funny category, nor is he macho 
enough to fit into the other. In fact, he’s 
what imp might describe as a no-life 
saddie. His life is a mess: his wife has 
walked out on him, his bookshop hasn’t 
had any custom for as long as he can 
remember, and his post consists entire¬ 


ly of bills, final demands, threats and 
court summons. 

But instead of doing something 
about it. Grey is quite happy to sit there 
with his giant comic collection and 
spend hours fantasising about donning 
a big, black cape and leaping across the 
rooftops in pursuit of assorted villains, 
not to mention passionate embraces 
with cat-suited heroines. 

One particularly gloomy day Grey 
receives a letter from the publisher of 
his favourite comic, Darksheer & 
Stiletto, saying that if he doesn’t pay his 
subscription he’ll be taken to court and 
that, by the way, the comic is being dis¬ 
continued. But as Grey reads the final 
instalment (where Darksheer puts away 
the last of his enemies and promptly 
retires), he has a disturbing vision of 
being attacked by the Succubus, one of 
the comic’s nastier villainesses. 

just as she’s about to sink her fangs 
into his throat, he hears a ring at the 
door: a package has arrived for him con¬ 
taining two strange coins and a special 
edition of the comic, which continues 
where the original series left off. The 
new story starts with Darksheer’s old 
enemies being liberated from prison by 
a mysterious character called Flux, but 
with Darksheer retired and his lus¬ 
cious sidekick Stiletto now a drink- 
sodden alcoholic, there’s no-one 
to save the city of Noctropolis 
from the villains’ wicked plans. 
And then something very 
strange happens. Grey flips 
one of the coins which 
arrived with the comic 
and suddenly finds 
himself in darkest 
Noctropolis. 
Aside from 
being a bit 


Good ol’ Father Desmond seems a bit jumpy, doesn’t he? But then again, he’s been locked in 
his cathedral by a bloodsucking, sex-crazed demon so I guess he wan’t expecting any visitors. 


taken aback (as, undoubtedly, you 
would be), he realises that he hasn’t the 
foggiest what to do next: he doesn’t 
know anyone and he doesn’t know 
where anything is. After chatting to a 
newspaper seller he decides to pay a 
call to Father Desmond, the kindly 
preacher who regularly appears in the 
comics as Darksheer’s friend. 

As you play the game, exploring the 
many different locations, solving the 
odd puzzle and trying to get information 
out of the uncooperative locals, you 
soon find out that you (as Peter Grey) 


aren’t going to get very far trying to find 
Darksheer, so you actually have to 
become him instead. This means enlist¬ 
ing Stiletto’s help (though prising her 
away from her bottle proves less than 
easy), locating the Shadowlair 
(Darksheer’s HQ) and trying not to get 
killed by the dastardly villains. 

Noctropolis is a fairly standard as 
point-’n’-click adventures go: you talk to 
people, you collect objects and then you 
use them to solve puzzles. The control 
system is a bit weird, though. You can’t 
just walk around a location as you 



















...Gabriel Knight. Both Peter Grey and 
Gabriel own run-down bookshops and 
get more bills than customers, and 
both end up battling the supernatural. 
In Gabriel’s case it’s Voodoo rather 
than comic villains, though both are 
equally lethal. Gabriel Knight is mar¬ 
ginally better and takes longer to com¬ 
plete, though the two games both have 
lots of atmosphere. 


83% 


THE GOOD... 

* Atmospheric, intriguing and strong 
on plot. 

* Good graphics and sound. 


...AND THE BAD 

41 Puzzles are easily solved through 
trial and error. 

41 Control system is a bit unusual. 

41 The ‘adult’ storyline means it’s not 
a game you should buy to keep the kids 
amused. 


difficulty of the puzzles. When you 
something from your inventory, 
don’t have to specify what you war 
use it with. If, say, you want to try u 
a wire, you select ‘Use’, then did 
the wire and Grey does the appropi 
thing with it. This makes some of 
puzzles a bit too simple, because if 
get stuck you just go through v 
inventory using every item until you 
a result. 

Fortunately, there is more to sol 
the game than using things. Much ol 
progress you make depends on tal 
to people or examining locations c 
fully for clues. I ground to a complete 
halt at one point because I’d neglected 
to pick up a vital object from a hidden 
compartment in one room, so it always 
pays to be observant. 

Conversation takes the usual ‘multi¬ 
ple-choice’ format, where you select 
what you want to say from a list of foru 
or five different responses. If a character 
won’t co-operate no matter what you 
say, it’s either because they’ve got 
nothing to offer you or else they’d be 
happier talking to Stiletto — so have a 
word with her if your attempts are prov¬ 
ing unsuccessful. 

Where Noctropolis excels is in its 
atmosphere, which is dark, moody and 
very sinister. It’s very much an adult 
game, because although there isn’t 
much in the way of ‘in-ya-face’ violence, 
the storyline has its disturbing 
moments: the rape of Peter Grey by the 
Succubus, a couple of finger-severing 
scenes and one scene where Stiletto 
gets her groodies out before turning 
into one of the other villains, the 
hideous Dreamer. Not one for the little 
kiddies, then. 

Basically, this is a game which you 
could easily complete after two or three 
days of solid play, but it’s good while it 
lasts. The storyline has a good hook to 
it, the graphics and sound compliment 
the atmosphere, and you’ll find it very 


Humour the simpering, lisping courier by giving her the ticket stub. Yeah, I know you’d rather punch her in the face, but you can’t. So there. 


would in most other graphic adven¬ 
tures: you have to select the ‘Goto’ 
option from the menu (a strange pyra¬ 
mid-shaped affair which you bring up by 
clicking the right mouse button) and 
then you click on the part of the screen 
you want to visit, though nine times out 
of ten you’ll be told you can’t go there 
after all. I put this down to the fact that 
the sprites are digitised, and there are a 
limited number of animations in the 
game. It’s still a bit odd, though. 

Even stranger is the way that you 
use objects. Certain things can be 
picked up and stored in your inventory 
(nothing that unusual there), and if you 
select the ‘Use’ option, the inventory 
appears and you can choose the object 
you want to try out. However, if you 
want to use an object on-screen, such 
as operating a lift, throwing a switch or 
whatever, you have to ‘Move’ it instead. 
I mean, since when did anyone ‘move’ a 
switch? Honestly. 

The control system is fairly easy to 
get used to, but ultimately it affects the 


(Above) After chewing a great hole in your neck and then raping you, the Succubus takes a 
well-deserved pasting. A bit of the old holy water should get her off your back - literally! 


hard to put down once you’ve started. 
The strong points pretty much outweigh 
the weak, so while it isn’t perfect, it’s 
still a hell of a lot better than most 
graphic adventures. 

As for the outcome, there are a few 
loose ends which leads me to suspect 
that there will be a Noctropolis 2. If I’m 
right, then I’ll look forward to it. 
Meanwhile, you should have 
plenty of fun playing this. 


NOCTROPOLIS^ 


Electronic Arts/Flashpoint 
(0753)549442 
£44.99 Out Now 

MINIMUM SPEC 


25MHz 386, VGA, 4Mb RAM, CD-ROM 
drive and mouse. 


ALSO SUPPORTS 


Sound Blaster, Ad Lib and Roland 
soundcards. 

























amn and blast. I’m 
down to 54% health 
and I haven’t even 
wounded the blue bug with the laser 
up its bum. I’ve killed the big Mantis 
monster and I’ve blasted the spider, 
no problem. I’ve even managed to 
power my gun up to 225%. But can 
I kill this slug-thing? No, I bloody 
can’t. Oh, sod it. I’ll use a Smart 
Bomb instead... 

As you probably know by now, 
Creature Shock is a CD-based shoot- 
’em-up that features some stunning 3D 
Studio rendered graphics, a big gun and 
lots of slime-dripping alien nasties. But 
take away the atmospheric soundtrack, 
the digitised speech and the mouth¬ 
watering, “Oops, I’ve dribbled over my 
shirt again” visuals and you’re left with 
a game that’s essentially Operation 
Wolf with aliens. 

Creature Shock is set in the far-flung 
future. With the Earth beset by the prob¬ 
lems of famine, disease and massive 
over-population, mankind prepares to 
colonise the other planets in his solar 
system. To this end, three huge 2001- 
style survey ships have been construct¬ 
ed and, as the atmospheric intro 
sequence begins, the third of these 
ships, the SS Amazon, is slowly cruising 
towards Saturn. 

Unfortunately, it never gets there, 
because the whole ship is spectacularly 
disabled by a huge space monster dis¬ 
guised as an asteroid, which happens to 
be the vanguard of a massive alien inva¬ 
sion force. Of course, it’s then up to you, 
armed with nothing but a weedy laser 
pistol, to visit the extra-terrestrial aster¬ 
oid, to steal an alien specimen for scien¬ 
tific study, to cut the data link between 
a relay station on one of Saturn’s moons 
and the alien starship, and then, finally. 


•fpirs 

SliOM** 


400Mb of code later, to enter the heart 
of the alien starship to seek out and 
destroy the bug-eyed invaders. Phew! 

Squashed onto two CDs, Creature 
Shock has two distinctly different styles 
of gameplay. Before you get to the 
asteroid itself, you must first negotiate 
a crude 3D flying section, which involves 
moving your yellow scoutship around 
the screen, shooting at Manta Ray 
starfighters, dodging asteroids and 
blasting Starfish Mine Launchers. 
When you’ve completed this annoying 
3D blast and you’ve destroyed the 
end-of-level interstel¬ 
lar crustacean that 
guards the approach 
to the asteroid, you can 
then land and explore 
inside the alien starship. 

After you’ve left the 


Shocking Behaviour 


safety of your scoutship. Creature Shock 
serves up another two types of shoot- 
’em-up action. The first of these is little 
more than a duck-shoot, an Operation 
Wolf-style arcade section where you 
simply move your mouse cursor around 
the screen, firing at the aliens and the 
bugs that advance towards you. it’s 
extremely simple stuff — a quick and 
mindless blast that requires little or no 
skill to complete. 

But the second type of 
shoot-’em-up is slightly 
more challenging, and 
it’s the one that 
forms the bulk of 
the game. This is 
the 

encounter, where 
W you wander down a 

K labyrinth of intes- 

W ^ tine-like tunnels, 
shooting at much bigger 
aliens which can only be 
destroyed by continually hit- 


In space, nobody can 


hear you scream. And 


Dean Evans screams 


very loudly after play¬ 


ing Virgin’s new space 


adventure. 



ting their weak points. Of course, you 
have to discover exactly where these 
‘points’ are for yourself, but the eyes or 
any bump that’s a bright shade of green 
are usually a good bet. 

The game scrolls smoothly from one 
location to the next, and despite the lin¬ 
ear nature of the pre-rendered 3D 
graphics, there is a certain amount of 
freedom in the game — you’re able to 
turn left and right, and you can even 
turn around and retrace your steps if 
you think you’ve gone the wrong way. 

When an alien appears on the 
screen, the movement cursor automati- 


A 


The first bit of Creature Shock is a crude 3D space shoot-’em- The second phase of the game is the Operation Wolf-style 

up, where you just dodge the asteroids and shoot the aliens. blast. The screen scrolls left and right and you, er, blast. 


Lastly, you’ve got the old end-of-level boss style of game- 
play. Shoot the Mantis in the eyes and it’ll soon keel over. 
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review 


This lovely young lady was the captain of the doomed survey ship the SS Amazon. I’ve fought 
my way past spiders, slugs and Mantis-things to get here, and now it’s time for the rescue... 


Unfortunately, she’s not the girl I thought she was and underneath the make-up she’s got big 
horns and a serious dental problem. Okay, I admit it, she’s a dog... 



...Novastorm. With its annoying 3D 
space bits and the boss-orientated 
gameplay. Creature Shock is really lit¬ 
tle more than a run-of-the-mill shoot- 
’em-up. So, if you’re looking for a bit 
more blasting excitement, then 
Novastorm on CD-ROM, with its Rebel 
Assault-style gameplay, power-ups 
and funky soundtrack, is probably as 
good as it gets. Check out the review 
on page 84. 






cally becomes a weapons cross-hair. 
The left mouse button is then used to 
fire the laser pistol while the right kicks 
in your portable shield, which allows 
you to defend yourself from oncoming 
fireballs, swiping claws or vicious alien 
headbutts. In fact, the shield is 
absolutely vital if you’re going to suc¬ 
ceed in Creature Shock, because your 
health can disappear very rapidly. You 
can power-up your gun at various points 


in the game, but your health can not be 
restored until you complete each indi¬ 
vidual section. 

And, as far as the gameplay goes, 
that’s really all there is to it. Okay, I 
half-suspected that Creature Shock was 
going to have about as much long-term 
playability as a yo-yo, but it’s still mas¬ 
sively disappointing to find out that this 
much-vaunted interactive space adven¬ 
ture, is little more than a slow-moving 
shoot-’em-up with fancy graphics. 

Yes, I’m afraid that, like Cyberwar, 
Creature Shock is yet another case of 
“Wow, great graphics, but where’s the 
game?” There’s no doubting that it 
looks very pretty — the cutscenes that 
link the pedestrian 3D sections, and 
indeed the in-game graphics that follow 
them, are nothing short of superb. In 
fact. Argonaut has gone 3D Studio a-go- 
go with Creature Shock — if you’re look¬ 
ing for a game to impress your friends, 
this is most definitely it. 

But if your friends watch the game 
for more than 10 minutes then, like you, 
they’ll soon realise that while Creature 
Shock’s graphics are mouth-wateringly 
lovely, there’s bugger all gameplay hid¬ 
ing underneath them. Creature Shock is 
about as challenging as one of those 
hoop-la funfair games where you have 
to throw the wooden ring over the bottle 
of Jack Daniels. It’s quite an atmospher¬ 
ic game certainly, especially when you 


crank up the volume and turn the lights 
off, but there are long periods where 
nothing happens at all, and you don’t 
get to shoot or dodge anything bigger 
than an otter. 

The trouble with Creature Shock is 
that it gets very dull. There are lots of 
horrible creatures, but very few actual 
shocks. Nothing ever surprises you. You 
always know when you’re about to enter 
combat, because the movement pointer 
suddenly becomes a crosshair and the 
music changes, becoming a bit more 
urgent and upbeat. 

I’m sorry, but waving a mouse point¬ 
er around the screen, firing at the deli¬ 
cate bits of huge aliens, isn’t my idea of 
good or involving gameplay. Like 
Novastorm, the combat in Creature 
Shock involves hitting the right part of 
the monster the right number of times. 
It’s your typical end-of-level boss sce¬ 
nario and once you’ve got the hang of 
firing at the right bits and activating the 
shield when you’re attacked. Creature 
Shock gets very tedious indeed. 

Like Operation Wolf, or the similar 
T2 coin-op. Creature Shock would make 
a great arcade game. If you ripped out 
the innards of a PC, stuck them in a cab¬ 
inet, mounted a plastic gun on it and 
added some really loud sound, then 
you’d have a machine that would take 
any sea-front amusement arcade by 
storm. But it’s not like that (the PC 



The slime-drenched intestines of the alien 
asteroid are crawling with monsters. The 
gun-wielding guards (above) are easy to kill, 
but the bigger monsters, like the Mantis-type 
thing (left), need to be shot repeatedly in 
their weak points. All of the aliens in the 
game are beautifully animated, but remem¬ 
ber, graphics maketh not the game... 


doesn’t boast an Uzi add-on, as far as I 
know), and like Operation Wolf and T2, 
both of which made it on to the PC, after 
the initial ‘Gosh’ factor has worn off. 
Creature Shock’s great graphics don’t 
carry the game very far. 

All in all. Creature Shock looks great 
and sounds pretty good, but there isn’t 
much of a game to get your teeth into. 
It’s a nice diversion for a while, but if 
you want more than just a nice-looking 
shoot-’em-up, then there are more excit- 
ing — and much cheaper — 
games out there than this one. 


CREATURE SHOCK 


Virgin Interactive Ent./Argonaut 


(081) 960 2255 


£ 49-99 Out No w 

MINIMUM SPEC 


25MHz 486, VGA, 4Mb RAM, 5Mb of 
hard disk space and CD-ROM drive. 


ALSO SUPPORTS 


Mouse; Sound Blaster, Ad Lib and 
Roland soundcards. 


THE GOOD... 

• The 3D Studio monsters are 
absolutely superb. 

* The cutscenes (especially the death 
scenes) and the digitised speech are 
excellent. 

...AND THE BAD 
41 You just wave the gun cross-hair 
around and press ‘Fire’ when it’s point¬ 
ing at an alien weak spot, then repeat 
ad nauseam. 

41 It’s an atmospheric game but, as a 
result, there’s not much action. 

41 The 3D space sections are frustrat¬ 
ing and very fiddly. 


50% 
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**)ester minute,** pon¬ 
ders David Upchurch, 
**isn*t this the new 
graphic adventure from 
Virgin?** 



The Legend Of Kyrandia Book 3 



Malcolm’s adventures eventually lead him to a strange island, where the dogs have enslaved 
the cats. Naturally, the cats are now planning a rebellion — and they want you to help... 



Your old abode, the toy factory, isn’t quite 
the place of joy and wonder it used to be. 


Thanks to it being on CD, Malcolm’s Revenge 
boasts some lovely animated sequences. 


estwood Studio’s 
Kyrandia series of 
graphic adventures 
have a strange reputation. While it’s 
widely acknowledged that they’re as 
technically accomplished as anything 
by LucasArts or Sierra, in the storyline 
department they’re considered to be a 
bit... well, a bit wet, frankly. 

Chisel-jawed Brandon, the hero of 
Book 1, was a goody-goody big girl’s 
blouse and as bland as blancmange, 
while Xanthia, the heroine of Book 2, 
was slightly spunkier but still suffered 
from a serious personality by-pass. This 
was a great pity because, those charm¬ 
less lead characters aside, they weren’t 
bad adventures. 

For this reason, I was looking for¬ 
ward to Malcolm’s Revenge, the third 
instalment in the Kyrandia saga. As the 
title implies. Book 3 centres around the 
evil-minded antics of Malcolm the 
jester, the charismatically-wicked baddy 
from the first Kyrandia game. And, best 
of all, you get to control him! Now, 1 
thought, we can have some fun... 




Does this scene look a little, well, familiar? Somehow, you’ve got to prove to these pirates that you’re a master of magic before they’ll let you 
onboard and ferry you back to Kyrandia. 


As fans of the series will remember, 
Malcolm was turned into a stone statue 
by that wimp Brandon at the climax of 
Book 1, but now he’s free once again, 
thanks to the electrifying, life-giving 
properties of a chance strike by a bolt of 
lightning. And as Malcolm slowly comes 
to, there’s only one thought on his mind 

— revenge... 

These earth-shattering events — and 
some fascinating background about 
Malcolm’s mischievous childhood and 
his equally-troublesome teenage years 

— are related to the player via one of 
the most beautiful and truly cinematic 
pre-rendered intros ever to grace the 
PC’s monitor screen. 

Of course, after this audio-visual 
tour de force, the in-game graphics 
come as a slight disappointment. 
Interestingly, Westwood have opted , 
to render the backgrounds, rather i 
than having them first hand-painted I 
and then scanned in. But while the 
results look quite nice, they have that 
atmosphere-sapping ‘clinical’ look that 
all rendered images have. 

As the characters are hand-drawn 
sprites, there’s a noticeable incongruity 
between them and the backgrounds. 
The animation of the characters is also 
lacking — what’s there is of good quali¬ 
ty, but should Malcolm, say, turn a dial, 
then the dial will just turn — you won’t 
actually see Malcolm reach up and turn 
it himself. 

In the sound department, Malcolm’s 
Revenge fares somewhat better. The 
music, though a touch repetitive at 
times, is pleasant and the digitised 
speech — this is a CD game, remember? 

— is generally well-performed, although 
some of the accents are a little dubious. 
Malcolm himself sounds like Mr Burns 
from The Simpsons, which is no bad 
thing, actually. 

But enough about those lovely 
audio-visuals, what of the game itself? 
As 1 mentioned earlier, 1 rather fancied 
the idea of playing the part of evil 
Malcolm and letting the cutesy-cutesy, 
sickly-sweet inhabitants of Kyrandia 
feel my wrath (I’m a vicious sod at 
heart). So it came as a bit of a blow to 
discover that the lightning bolt had not 
only given Malcolm life again, it has dis¬ 
pelled his magic powers too. Thus, the 
once-mighty jester is forced to take a 
more cerebral approach to his revenge 










































Gunther, Malcolm’s bad conscience, pops up several times throughout the game to make It took me ages to work out how to get into the public baths without being forced to go to 

painfully unfunny remarks about your progress — or lack of it. prison. The secret, it transpired, is to lie about everything... 





— in other words, this being a graphic 
adventure, he has to solve loads of puz¬ 
zles and talk to lots of people. 

Malcolm’s Revenge boasts one of 
the simplest player interfaces I’ve ever 
seen. You move around by simply click¬ 
ing on the part of 
the screen you 


walk to, and 
here are no 
action’ icons 
as such — 
you just 
click on 
any on¬ 
screen objects or items and a 
logical action will, if at all possible, be 
performed on it, i.e. you click on a lever 
to pull it, or click on a closed door to 
open it, etc. 

Naturally, some objects can be 
picked up and either used on other 
objects (again, one click is all it takes) 
or stored in your inventory. This lurks 
just off-screen in a menu panel, and 


...Almost any graphic adventure you’d 
care to mention, to be honest. 
Graphics aside, however, there’s little 
in terms of gameplay to lift it above 
the cream of the genre, such as Sam & 
Max and Day Of The Tentacle, or even 
near-misses such as Beneath A Steel 
Sky for that matter. Er, that’s enough 
Kyrandia now, eh Westwood? 


only pops up into view when you try to 
move your mouse pointer off the bottom 
of the screen. 

While this is all very clever, there are 
problems. For one thing, it’s often very 
hard working out what is useful and/or 
pick-uppable and what isn’t. And I 
couldn’t help feeling that the interface 
was a little too basic — you don’t really 
have to think about how to solve the 
puzzles; if in doubt, you simply click 
on everything with everything 
else. And you’ll end up doing 
this quite a bit because some of 
the puzzles are pretty obscure, 
and you tend to stumble across their 
solutions by chance rather than by skill. 

Conversations are initiated by simply 
clicking on people. As with Access 
Software’s Under A Killing Moon, you 
can’t choose what you say to people, 
only how you say it. On the off-screen 
menu panel is a ‘mood dial’ which you 
can switch between ‘Normal’, ‘Nice’ and 
‘Lying’, and Malcolm will speak and 
respond to people accordingly. 
Personally, I found this all very confus¬ 
ing and annoy¬ 
ing to use at 
first and, as 
with the puz¬ 
zles, using it successfully 
seems to depend more on 
trial and error than skill 

Malcolm’s Revenge is a 
very strange game in many 
ways. Take the bizarre ‘Helium 
mode’ option in the set-up menu, 
which makes all the game’s char¬ 
acters talk in squeaky voices. Or 
the invisible ‘studio audience’, 
whose canned laughter counter¬ 
points Malcolm’s every wise¬ 
crack. Thankfully, you can turn this 
‘feature’ off... 

...Unfortunately, however, you 
can’t turn off the prison, one of 
the game’s more annoying oddi 

\ ties. You see, being a bad 
> _ 


people of Kyrandia aren’t too chuffed at 
seeing you up and about again. Should 
they spot you, they’ll report you to local 
sheriff. And if the sheriff catches you 
(something of an inevitability, given the 
map layout) you’re slapped in prison 
and literally forced to do hard labour — 
making ten doilies, a repetitive and very 
dull task in reality and in the game — 
before you’re released again. Of course, 
when you’re first exploring and learning 
who and what’s where, you tend bump 
into those pesky Kyrandians by mistake 
quite a bit... which means lots of trips to 
the prison. Oh joy. 

“Hang on” you say, “you reckon that 
The Secret Of Monkey Island is brilliant, 
but that had lots of weird puzzles and 
idiosyncrasies!” Yes, I know — but I’m 
prepared to overlook Monkey Island’s 
little faults because it’s funny. 
Malcolm’s Revenge, on the other hand, 
isn’t. In fact, if Malcolm’s a jester as he 
claims to be, he should be done under 
the Trade Descriptions Act — his so- 
called gags make Stan Boardman seem 
funny (a pretty amazing feat by any¬ 
body’s reckoning). 

And another thing that Monkey 
Island and its fellow good graphic 
adventure has is 
atmosphere. 
Malcolm’s 
Revenge has 
less 
a t m 0 s - 
phere than 
an asteroid, but I 
couldn’t quite pin 
down why this was. 
Maybe it’s the 
cold-looking ren¬ 
dered graphics. 
Or the severe lack 
of humour. Or the 
ow- m ovi n g 
plot. Or the 
uninter¬ 
esting 
c h a r - 


acters. Or those often illogical puzzles. 
Whatever the reason, Malcolm’s 
Revenge is a curiously uninvolving affair 
— should you get really stuck, you’ll 
find it hard to summon the enthusiasm 
to persevere. 

Malcolm’s Revenge is professionally 
produced, very slickly done and wonder¬ 
fully pretty, but ultimately its several 
faults conspire to make it quite a dull, 
tedious game. One can’t help feeling 
that perhaps it’s time Westwood bid 
farewell to Kyrandia, and set sail 
for lands a-new. 
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omehow, the British 
never really 
warmed to baseball. 
It’s not that we don’t understand the 
game, far from it. I mean, how could we 
fail to grasp the principles of a sport 
that’s just a jumped-up game of 
Rounders? just how difficult can it be to 
smack a ball as hard as you can and 
then run round four bases anyway? 

Before we get any further, if you’re 
an avid baseball fan, I feel I must apolo¬ 
gise. I’m afraid that my knowledge of 
baseball is restricted to two tiny experi¬ 
ences. First, I’ve watched the Oakland 
A’s lose to the Boston Red Sox (in 
Oakland, I might add) and, second. I’ve 
watched the movie Major League at least 
twice. If these don’t qualify me to talk 
about baseball with authority, then I 
don’t know what does. 

On the face of it. Baseball ‘94 seems 
to offer everything that you could want 
from a baseball sim. By far the greatest 
thing that it has going for it is the fact that 
in-game graphics look very impressive. As 
you can see they’re pretty damned good, 
and this is because the resolution of the 
main part of the game has been jacked up 
to near SVGA quality. 

Unfortunately, what you can’t appre¬ 
ciate from the still shots here is that 
Dynamix has introduced some realistic 
player animation — in fact, the players 
have all been painstakingly rotoscoped. 
Although, after the ball has been hit, the 
game switches to a less-impressive poly¬ 


gon-style view so you can move the field, 
the detail of the players is so good that 
you can see them catch the ball in the 
outfield, and watch the batters shrug 
their shoulders disappointedly when 
they strike out for the third time. 

Like most of the Front Page Sports 
series. Baseball ‘94 is extremely flexible. 
Naturally, there’s the usual tidal wave of 
stats, but now you can choose how 
involved you want to be in the games 
that you play. For example, you can sit 
back and dabble with management in 
the Manage-Only mode, or you can 
switch to Arcade Play to get right down 
there on the pitcher’s mound with your 
slow, fast and curve balls. You’re not 
stuck in one mode for an entire game 
either, and if you want to rest for a while 
or want to try something different, you 
can change the in-game options whenev¬ 
er you like. 

In Arcade Play you can have as much 
or as little control over your team as you 
wish. The batting, pitching, fielding and 
base running options can be toggled on 
or off, so if you just want to be a slogger 
or you fancy controlling the field, you 
can flick the unwanted options off and 
let the computer do the rest of the work. 
It’s all very impressive stuff and this flex¬ 
ibility makes Baseball ‘94 very easy to 
get into, for both novice and veteran 
player alike. 

The control system is simple too and, 
fortunately, the batting, fielding and 
pitching options have a practice mode, 
which allows you to perfect your talents 
before you step out onto the plate in 
front of your glory-hungry fans. 


When you’re finally happy with your 
abilities, you can control your team 
using either the keyboard or a joystick, 
and each action, whether it’s batting, 
fielding or pitching, is performed by a 
mix of menu choices and real-time wag¬ 
gling. For example, when you bat, you 
pick the type of swing you want to use 
and then, when the pitcher has thrown 
the ball, you press the fire button to time 
your swing so that bat meets ball and 
the ball subsequently leaves the ball¬ 
park in a high, graceful arc. 

Pitching is just as straightforward. 
Like the batting, there are up to four dif¬ 
ferent types of pitch available to the 
pitcher (i.e. Fastball, Slider, etc) and 
each one can be thrown high, low, left, 
right, etc. And when you finally decide 
that you want to take control of the field¬ 
ers as well, all you have to do is guide 
your designated fielder to a catch zone, 
just like catching a football in an 
American Football game. 

As I’ve mentioned, realism is the 
watchword in Baseball ‘94, and if you’re 
a particularly avid baseball fan, then 
you’ll be pleased to hear that Baseball 
‘94 also includes the effects of tempera¬ 
ture, humidity and rain. Most of us won’t 
care about all this at all, but you’ve got 
to remember that the realism is 
enhanced by these factors, not to men¬ 
tion the fact that the flight of the ball is 
based on a real physics model. Where 
and how far the balls are eventually hit 
is, like in real baseball, a true combina¬ 
tion of the pitch speed and the swing of 
the bat. 

What more can I say? If you like base- 


baseball simulation. 


ball and you’d like to be able to play it 
on your own, with your favourite teams 
and lots of stats, then FPS: Baseball ‘94 
is a good, solid baseball sim. It’s no sub¬ 
stitute for the real thing, of course, but if 
you’re a baseball buff, I can confidently 
say that you can’t do better than this. 
You can wait for Hardball 4, of course, 
but remember, there aren’t that 
many baseball games out there... \^/ 


FPS BASEBALL *94 


Sierra/Dynamix 
(0734) 303322 
£ 39.99 Out No w 

MINIMUM SPEC 


33MHZ386, VGA, 4Mb RAM, 15Mb of 
hard disk space and CD-Rom drive. 


ALSO SUPPORTS 


Joystick; Sound Blaster and Pro Audio 
Spectrum soundcards. 



After you’ve smacked the ball as hard as you 
can, the view switches to the fielding mode. 


Batting is simplicity itself. Choose a swing 
and then press fire to hit the ball. 


If you do everthing right, the ball sails grace¬ 
fully over the stands and it’s a home run!!! 


« It’s not very exciting, but then base¬ 
ball is just a jumped-up game of 
rounders, isn’t it? 
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The Colonel is the world’s greatest PI. 
Fifteen years ago he and Tex had a bust-up 
over an important case, and they now share 
an uneasy semi-friendship. 


Chelsee Bsndo runs the local new- 
stand. As she lives quite literally on the 
streets, she’s a prime source for information 
and gossip on events in the neighbourhood. 


Louie LamintZ is the big-hearted 
mutant who runs the Brew & Stew cafe. He’s 
not the brightest of chaps, so it’s ironic that 
his house speciality is fried brains. 


Know Your Neighbourhood! 


David Upchurch dons a 


grey mac and drags 


moodily on a cigarette 


in Access Software’s 


eagerly-awaited ’inter¬ 


active movie’. 


if 

f you’re anything like 
g me, then a cold shiver 
probably runs down 
your spine every time somebody uses 
that much-hated term ‘interactive 
movie’. Yeah, ‘interactive’,right — like I 
get to make the plot branch every five 
or ten minutes, after having to watch 
some poorly-acted, weakly-scripted 
and ineptly-directed ‘movie’ footage 
that wouldn’t be considered good 
enough for You’ve Been Framed, let 


alone the cinema screen. And to make 
matters even worse, I have to pay £50 
for the privilege... 

...Or£6o, in the case of 
Under A Killing Moon, the 
long-awaited ‘interactive 
movie’ from Access 
Software. By anyone’s 
reckoning that’s a lot of 
cash, but part of the reason 
for the game’s high price tag 
is immediately obvious the 
moment you open the packag¬ 
ing; you see, UAKM 
comes on four — yes, ^ 

FOUR, count ‘em — j 
CDs. If you used to 
own an Amiga, and 
thought that you’d ' 
said goodbye to • 
tedious disc-swap¬ 
ping, then think 
again... 

Of course, like 
every other devel¬ 
oper, Access is keen 
to stress that its interac¬ 
tive movie really is inter¬ 



active, while retaining all the glossy pro¬ 
duction values of a Hollywood block¬ 
buster. And, to be fair, in most respects 
Access has been pretty successful at 
achieving these aims — one thing’s for 
sure, UAKM is much more than a bunch 
of crap video clips haphazardly 
strung together. It’s not a total 
triumph, admittedly, but we’ll 
get onto that later... 

The game’s ‘star’ is Tex 
Murphy, a down-on-his-luck 
private investigator (and part- 
time dance instructor — don’t 
ask) who’s only real friend is the 
Bourbon bottle. He lives in the 
sleazy downtown area of 
San Francisco in the 
year 2042AD, a city 
. still suffering from 
the nuclear ravages 
of World War III. 
It’s a strange 
place, where 
\ mutants rub 
[ shoulders with 
Mafia-style 
mobsters — 
imagine 
' f Bladerunner 
* set in 1940’s 


I 



Rook Garner owns the pawnshop. A 
small, slightly-bitter man, it’s Rook who 
offers Tex his first case — finding out who 
stole a valuable bracelet from his shop. 


Chicago and you’ve got a pretty good 
idea of what it’s like. 

Desperate for some work — any sort 
of work — Tex accepts the job of investi¬ 
gating a small-time burglary at the local 
pawnshop. Little does he know it, but 
this simple-looking case will eventually 
lead him into contact with a beautiful 
countess and a mutant shape-shifter, 
and pit him against a weird cult of 
Satanists who have hatched a foolproof 
plan to bring about the end of the world! 
Phew! Bogart never used to have these 
sorts of problems... 

Under A Killing Moon is essentially a 
very pretty graphic adventure — strip 
away the impressive sound and visuals, 
and you’re left with some fairly tradi¬ 
tional ‘Use Object A on Object B, and 
give Object C to Character D’ gameplay. 
And UAKM’s sound and visuals are 
impressive. Each game location is a 
highly-detailed, high-resolution 3D 
model (imagine a Doom-like environ¬ 
ment with massive knobs on) and you 
have total freedom to explore its every 
nook and cranny — well, you do once 
you’ve mastered the control method. 

Yup, getting around is a touch tricky 
at first. All movement is governed by the 
mouse — slide the mouse left or right 

























Mac Maldsn rs a cop-who worked with 
Tex years ago on the Martian Memorandum 
case. And as any good PI knows, it’s alj^ys 
handy having a Mend on the force. 


The Shape-Shifter is a hideously-^^ift- 
ed mutant wh^sin change his appearance at 
will. HFWorks for the cult who are trying to 
engineer the end of the world. 


Francesca Lucido runs the suce o’ 

Heaven Pizza Parlour. She’s desperate to dig 
up some evidence that her husband is having 
an affair. Hmm, perhaps Tex can help... 


Beek Nariz is a jittery mutant lowlife 
who keeps his big ears (and his trunk) dose 
to the ground. He’s an invaluable source of 
info on the underworld. 


and you rotate the view, push it for¬ 
wards or backwards and you move 
accordingly. While all this sounds fine in 
theory, in practice it’s all too easy to 
‘overshoot’ your mark and end up facing 
in totally the wrong direction. But it 
doesn’t take that long to get used to the 
system, especially as clicking on the 
right-hand mouse button can be used as 
a ‘brake’, and once you get the hang of 
it all you’ll be investigating with the 
best of‘em. 

As well as moving around, you can 
also look up and down (although some 
of the graphics do get very strangely 
distorted when you do this) and, of 
course, you can interact with the game- 
world by tapping the Space bar, which 
puts you into the appropriately-named 
‘interactive mode’. When you do this, a 
mouse pointer appears and, when it’s 
moved over an object, the possible 
actions you can perform on it are high¬ 
lighted in the menu bar at the bottom of 
the game window. 

The actions, which you cycle through 
by clicking the right mouse button and 
select by clicking the left, allow you to 
examine objects, pick them up, move 

them, turn them on and off, etc. Objects Underneath UAKM’s beautiful graphics and wonderful CD-quality sound lurks a fairly traditional graphic adventure, complete with icon menus 
that you’ve found and added to your and a multiple-choice conversation system. That’s not to say it’s a bad game, though... 


Can you help Francesca get the evidence to divorce her philandering husband? You’ll have to 
if you ever want to finish the game... 


So this is what happened to poor old Rusty — he was thrown into a vat of acid by the hulking 
criminal Flemm. Ah, the tears of a clown... 






































inventory can also be manipulated, 
examined, combined with other objects 
and so on. It’s all very easy to pick up 
and get familiar with. 

You can also talk to any people you 
meet by clicking on them when the 
‘Talk’ icon is selected, and this is typi¬ 
cally when the ‘movie’ part of the ‘inter¬ 
active movie equation’ comes into play. 
Conversations take the usual ‘multiple- 
choice’ route, but instead of clicking on 
an option to say, for example, “Hi, I’m 
Tex Murphy — pleased to meet 
you”, you’d click on the vaguer 
option to “Greet formally, 
but warmly.” In other 
words, you can only choose 
how you say something, no 
what you say. The system 
works well enough, and is 
perhaps inevitable given 
the amount of speech in 
the game, but it would 
have been nice to 
have a more 
defined idea of 
what you’re 


saying when you select a speech option. 
As it stands, saying the right things at 
the right time can be a slightly hit-and- 
miss affair. 

Apart from during conversations, 
movie cut-scenes are also used as 
‘rewards’ when you perform a vital 
action, such as when Tex has to fish a 
priceless statuette out of a high-security 
vault with a fishing rod, and also to 
illustrate key developments in the 
increasingly-complex narrative. 

Although the direction 
of these movie scenes is 
pretty flat (often 
they’re viewed sim¬ 
ply face-on or from 
the side), the quality 
of the acting is pretty 
good — but with the 
assembled talents of such 
actors as Brian Keith, 
Russell Means and 
Margot Kidder, 
that’s only 
to be 
expected. 


Killer Klown! 


Thanks to some skillful detective work. I’ve deduced that a man called Flemm robbed Rook’s pawnshop and stole the bracelet. 
I’ve also found out that Flemm murdered Rusty the Clown, the weirdo who used to run the local novelty shop, and that he is 


You really need i6Mbs of RAM to see UAKM at its best, but even with just 4Mbs of RAM on¬ 
board the game can still look very pretty at times, as shown here. 


Even so, I can’t see Steven Spielberg 
having any sleepless nights... 

Still, it has to be said that playing 
Under A Killing Moon is a mightily 
impressive experience — if your 
machine is up to the task, of course. As 
you might have guessed, this level of 
technical brilliance doesn’t come cheap, 
and to play Under A Killing Moon at any¬ 
thing approaching its best you really 
need something like a 33MHz 486 at 
least. You can get away with playing it 
on a slower machine, but then you have 
to start shrinking the 3D window and a 
lot of the effect is lost. 

You also need a fair whack of RAM. 
Access ‘recommend’ 16Mb, and there’s 
a card in the box which helpfully 
explains how cheap RAM is these days. 
UAKM will run on less, to a minimum of 
4Mb, but the background graphics in 
the 3D sections tend to get very blocky 
and confusing to look at — in fact, on 
one occasion I accidentally walked into 
a closet thinking that the jumble of 
coloured blocks lying through a door¬ 
way indicated another room. 

r 


(Above top) Well, I say! Hell-low! 

(Above) Ah, the lovely Chelsee — why can’t 
she see that under Tex’s worn exterior beats 
the heart of a fine and decent man? 


A friend in need is a friend indeed — which must 
you a drink on the house if you’re desperate. 


make Louie your best pal. He’ll always give 


still haunted by the foul deed. Gee, 1 wonder if that information will come in handy at all...? 


Flemm hangs out in this old disused ware¬ 
house. He’s a big guy and there’s no way I’ll 
be able to get the bracelet off him by force. 
Somehow I’ll have come up with a way to 
trick him into giving it up... 


Thankfully, Flemm’s not around at the 
moment, giving me a good chance to have a 
snoop around. Hey, what’s this? Oh, a lever 
— I wonder what it does? Can’t be any harm 
in pulling it... 


Ah, it moves that motorised hook hanging 
from the ceiling. By positioning it over that 
platform, I can just reach it. Hey, I’ve just 
thought of a plan that’ll scare the living day¬ 
lights out of Flemm... 


Earlier on I found an old clown doll in the 
ruins of Rusty’s novelty shop. Hanging it 
from the hook on the ceiling, my trap is all 
baited and set. Oh, I hear footsteps — 
Flemm’s coming... 























Franco Franco deals in black-market valuables. Take care when dealing with him — he’s very 
dangerous to know. Say the wrong thing, and you could end up dead. 


But if 4Mbs is all you have, and you 
can’t afford more, UAKIVl is still very 
playable. You do get used to the blocki- 
ness in time, and in some ways it helps 
you to solve the game — because 
‘essential’ items, such as clues you’ve 
got to pick up or objects you’ve got to 
examine, remain in hi-res, they’re often 
easier to see against a blocky back¬ 
ground than a ‘proper’, i6IVlb-enhanced, 
highly-detailed one. 

Okay, so we’ve established that 
Under A Killing Moon is interactive, and 
we’ve established that it’s a movie (sort 
of), but is it any goodl Well... 

...Yes, mostly. A game like Under A 
Killing Moon lives or dies on the joint 
strengths of its storyline, its atmos¬ 
phere and its puzzles. In both of the for¬ 
mer areas UAKM scores very highly. 
Sharing the adventures of the world- 
weary Tex is a very enjoyable experi¬ 
ence, mainly thanks to his neat line in 
cynical humour and the off-beat nature 
of the characters he meets. 

True, it’s not the most believable 
gameworld I’ve ever come across (which 
takes the urgent edge off the world-sav¬ 
ing a little bit) but it’s fun to explore, 
nonetheless. The air of artificiality isn’t 
helped any by the look of the digitised 
characters as they move about the com¬ 
puter-rendered backdrops — don’t get 


me wrong, this is the best ‘computer 
movie’ stuff I’ve yet seen, but the char¬ 
acters still look slightly pasted on and 
out of place. They also have a unnerving 
tendency to ‘freeze’ when they’re not 
talking, presumably to save on vital 
processor power. 

As for the puzzles... They’re pretty 
good. Most have logical solutions, but 
that’s not to say that they’re all easy. In 
some of the puzzles, however, the illu¬ 
sion of total freedom clears a little, and 
the same linear workings that plague 
other ‘interactive movies’ can be seen 
all to clearly. 

Take the bit where Tex is trying to 
get into the hotel, for example. In order 
to do so, he has to get past Ardo, the 
slow-witted receptionist. Ardo has been 
given orders not to let anyone past — 
and that includes Tex. By chatting to 
Ardo, though, you learn that he’s a big 
fan of Inspector Burns, a grotesque, hor¬ 
ribly-scarred figure in a fireman’s outfit 
who hosts a kiddies’ TV show. Sure 
enough, after exploring the game’s 
other locations you discover a fireman’s 
outfit and, in another location, an 
Inspector Burns mask — put ‘em 
together and you’ve got one ready-to- 
wear Inspector Burns disguise. 

When I got to this stage I thought 
“Brilliant. All I’ve got to do now is put on 


the disguise and go and talk to Ardo, 
and he’ll be so amazed at seeing 
Inspector Burns, that he’ll let me do 
whatever I want.” And I was right... 
eventually. 

You see, even though I had a dis¬ 
guise, Ardo wouldn’t even talk to me, let 
alone let me past. However, help was at 
hand in the form of UAKM’s on-line help 
facility, which can be called up at any 
time. Asking for clues costs you 4 points 
(points are awarded to you as you solve 
puzzles, the aim being to achieve a max¬ 
imum score of 1000) but, being thor¬ 
oughly stuck, I swallowed my pride, for¬ 
feited my valuable points .and looked at 
the hints. Ah, of course, I hadn’t inflated 
the balloon which I’d found earlier 
before entering hotel! 

The problem is, you don’t actually 
need the balloon to get past Ardo — 
although you do need it in the hotel 
itself. These little quirks are, admittedly, 
very rare, but they’re still very stupid. 
Why can’t I get into the hotel even 
though I seem to have all the stuff I 
need? Why? Because the programmers’ 
said so. 

UAKM’s linearity also reveals itself in 
the game’s structure. For a start, UAKM 
is split into days, and the next day only 
starts when you’ve solved key problems 
and puzzles. On top of that, the puzzles 



...One of the older, icon-based graphic 


adventures, like Indiana Jones And The 
Fate Of Atlantis or The Secret Of 
Monkey Island 2. No, really, it does. 
Replace all those fancy 3D locations 
and movie cut-scenes with plain 2D 
backdrops, and you’re left with a pret¬ 
ty traditional (and fairly easy) point- 
’n’-click adventure. It’s the appliance 
of science, Brian... 




Hiding behind some boxes near the lever, I 
watch as Flemm walks in and throws a bunch 
of keys and — yes! — the bracelet onto a 
table in the corner of the room. Time to set 
off my trap... 


I throw the lever and the clown doll lurchs 
into life, gliding eerily across the ceiling. I 
add to the spooky ‘Twilight Zone’ effect by 
wailing “Flemm — it’s me. Rusty. I’m back 
from the dead!” 


Flemm looks up and his face goes white 
when he sees the terrifying ‘apparition’. 
Forgetting all about the bracelet and his 
keys, he legs it. Ah, I love it when a plan 
comes together! 


tend to be concentrated in very small 
areas. In the aforementioned hotel, for 
example, there are only four locations to 
explore, but absolutely loads of things 
to do in each of them — and the plot 
will only progress once you’ve sorted 
them all out. 

Thus a large portion of the game is 
spent shuffling backwards and forwards 
through the same locations which gets 
very tedious. Of course, this is a prob¬ 
lem that plagues a lot of adventures, 
but it’s particularly noticeable in 
UAKM’s case, especially as it takes a 
bloody age for each location to be 
loaded in off the CD. 

But although I’ve gone on a bit about 
the linearity, I should add that it doesn’t 
really affect your enjoyment of the game 
too much, and for the most part you’re 
so engrossed trying to solve the puzzles 
that you never even notice it. 

All in all. Under A Killing Moon isn’t 
the toughest adventure you’ll ever play, 
but it’s certainly one of the prettiest and 
best sounding. As an ‘interactive movie’ 
it’s not completely successful, and at a 
penny short of £60 it’s not exactly 
cheap either, but it’s an enjoyable- 
enough romp while it lasts. True, it’s not 
going to placate the sceptics, but it will 
certainly keep everyone else 
thoroughly amused. 



25MHz 386, SVGA, 4Mb RAM, 8Mb of 
hard disk space, CD-ROM drive and 


Sound Blaster, Ad Lib, Roland, Pro 
Audio Spectrum and Microsoft Sound 
System soundcards, amongst many 
others. 


THE GOOD.., 

• If you’ve got loadsaRAM and a 
decent PC, the 3D is totally amazing. 

• Plenty of good, solid adventuring to 
be had. 

• The best‘computer movie’stuff yet 
seen on PC. 

...AND THE BAD 
41 The freedom you have is an illusion 
— UAKM is really quite linear. 

« The digitised characters look past¬ 
ed on to the backgrounds. 

« The lengthy loading times and disc- 
swapping are a pain. 
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Get your motor run¬ 
ning, head out on the 
highway. Dean Evans 
looks for adventure in 
Accolade’s 500CC racer. 



THE GOOD... 


There are three individual skill levels to 
suit all calibres of biker and also three 
competitor levels, so you can choose 
just how aggressive your rivals are 
going to be in a particular race. 

Unfortunately, despite all the FMV 
and animated frills, Cyclemania just 
isn’t very exciting. Screaming around a 
desert road track is quite absorbing, but 
in the long-term it doesn’t have the 
appeal or the excitement of something 
like Road Rash, where you can punch 
and thump your opponents off the track 
and even get arrested by traffic cops. 

But, as Road Rash isn’t available on 
the PC (unless you buy — or win — 
Creative Lab’s 3DO Blaster card; see the 
feature on page 23), Cyclemania is 
probably the best motor-cycle racing 
game around. It’s a very slick game and, 
despite the fact that the motor-bikes 
and the cars look slightly out of place 
on top of the smoothly-scrolling FMV 
race courses, it’s loud, fast and fairly 
entertaining. 1 give it a reluctant 
thumb up. \^J 


CYCLEMANIA^ 


Acc olade/Compro Games 
( 081 ) 788 0200 
£ 39.99 Out No w 

MINIMUM SPEC 


33MHz 386, VGA, 4Mb RAM, 3Mb of 
hard disk space and CO-ROM drive. 


ALSO SUPPORTS 


Joystick; Sound Blaster and Pro Audio 
Spectrum soundcards. 


f you’ve ever played 
Road Rash on the 
" IVlega Drive or the 

3DO console then you’ll have a good 
idea of what Accolade’s impressive- 
looking racing game, Cyclemania, is all 
about. If you haven’t, then all you real¬ 
ly need to know is that Cyclemania 
involves driving a souped-up motor¬ 
bike around five digitised courses, 
racing against other bikers and dodg¬ 
ing the oncoming traffic. 

Like any other race game, the idea 
behind Cyclemania is obviously to win 
every race that you compete in. It’s very 
simple and, at first glance, quite exhila¬ 
rating stuff. You can choose to ride in 
either a practice session, a one-off race 
or in a full-blown championship, and 
rather than chucking your high-powered 
dream machine around a purpose-built 
race-track, there are five twisty road 
courses to negotiate instead. 

in fact, Cyclemania has two major 
things going for it. The first is that there 
aren’t, at least to my knowledge any¬ 
way, a huge amount of racing games 
that feature bikes. So, thumbs up to 
Cyclemania there. Secondly, 
Cyclemania proclaims itself as a “Full- 
Motion Video adrenalin rush” because, 
instead of using polygons to generate 
the landscape a la IndyCar Racing and 
Formula One Grand Prix, the game fea¬ 
tures five digitised courses including 
winding mountain passes and tree-lined 
backroads. Thumbs up once again. 

Like, say. Rebel Assault or 
Novastorm, the FMV images scroll 
towards you and the bike sprites are 
overlaid on top of the digitised images. 
Rather than using a true first-person 3D 
view, Cyclemania views your bike from 
behind (like a chase view) and superim¬ 


poses the dashboard onto the bottom 
of the screen. Initially, this view can be 
quite confusing but thankfully, because 
the controls are very simple (and you 
can use either the cursor keys or a joy¬ 
stick) and the bike handles very well, 
you can be burning rubber along the 
highways and byways after only a cou¬ 
ple of minutes. 

But while your attention can be dis¬ 
tracted by the very nice digitised cours¬ 
es and the roaring sound effects, the 
actual racing part of the game is fairly 
bland. There are only the five courses to 
race on, and apart from your fellow 
competitors, there are only patches of 
oil, puddles of water and the oncoming 
traffic to dodge. To be fair, this ‘traffic’ 
is fairly varied, ranging from camper 
vans and trucks to highway patrolmen 
and even stray Friesian cows, but the 
gameplay never really rises up to 
become anything spectacular. 

In fact, after a couple of races, 
Cyclemania can get quite dull indeed. It 
desperately tries to hold your attention 
with the championship mode, where if 
you finish in the top six you can win 
prize money which can be spent later in 
the shop to enhance the performance of 
your bike. And every time you crash, 
whether it’s isomph into a barrier or 
smack into the back of a Volkswagen 
Beetle, you get a full-motion video clip 
to illustrate it, showing either a motor¬ 
cyclist losing control and crashing, a 
six-bike pile-up or a bloke humorously 
flying into a wall. It’s all very nice but, 
like the gameplay, the video becomes a 
bit annoying after a while. 

But, despite the fact that the game¬ 
play in Cyclemania has a tendency to 
become a bit lifeless and tiresome, it’s 
still an enjoyable and playable game. 



(Above) If you tumble off of your bike at high 
speed, you’re treated to a short FMV clip of a 
suitably nasty crash. 


(Right) Although the dashboard along the 
bottom of the screen initially makes you 
think that you’re driving a bike in the first- 
person, you’re actually controlling the biker 
with the blue leathers and white helmet... 



• Fast — and sometimes furious — 
motor-biking action. 

• The digitised courses are very nice. 

• Varying difficulty levels make it an 
easy game to get into. 

...AND THE BAD 


% There are only five courses. 

The gameplay can become very dull 
and tedious after a while. 
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FO/? yO£/F F/?FF CATALOGUE CALUFAX ON 

( 01295)73 00 6060 ’- 

PLEASE QUOTE ‘PC GAMES JANUARY ’ 


PC DISC 

A-Train.£11.95 

Cannon Fodder. £24.95 

Champ Mngr ‘93. ... £12.95 

Colonization. £33.95 

D-Day. £19.95 

Doom.£26.95 

-40 levels (vol I).£8.95 

-40 levels (vol 2).£8.95 

-40 levels (vol 3).£8.95 

-Editor.£9.95 

-Shareware.£3.95 

Doom: z2.CALL 

Dreamweb.£29.95 

FIFA International. . . £29.95 

Flashback . £17.95 

FPS Football 3.CALL 

Frontier: Elite 2 . £29.95 

Fun Schl Dreamland . CALL 
Go<x;h World Class . . £24.95 
Indy Car Racing .... £21.95 

-Track Pack . £13.95 

Int Rugby.£10.95 

Int Sensible Soccer .. £15.95 

Kick Off 3 . £21.95 

Lemmings 2.£12.95 

Lode Runner.CALL 


PC CD-ROM 

7th Guest.21.95 

CD-Rom Deluxe.... £22.95 

Critical Path.£36.95 

Day of the Tentacle.. £26.95 
Dracula Unleashed. . . CALL 

Dune.£36.95 

Gabriel Knight.£33.95 

Indy: Atlantis.£29.95 

Labyrinth of Time ... CALL 

Lands of Lore.CALL 

La.ser Squad.£11.95 

Mega Race.£24.95 

Myst.£36.95 

Outpost.£36.95 

Rebel Assault.£36.95 

Sam & Max.£33.95 

Shadoworlds.£11.95 

Sherlock Holmes .... CALL 

Sim City.£36.95 

Space Hulk.£33.95 

Star Trek 25lh.£36.95 

Starwars Chess.£24.95 

Strike Commander . . £36.95 

TFX.£24.95 

Theme Park.£33.95 

Whales Voyage.£19.95 


PC DISC 

Lords of Realm.£29.95 

Mercenaries.£19.95 

Nascar Racer.£9.95 

On the Ball.£25.95 

Out of the Sun.CALL 

Overlord.£31.95 

Planet Football.£29.95 

Prchi.storik 2.£12.95 

Premier Manager 2 . . £14.95 
Return Ringworld ... CALL 

Settlers.£29.95 

Sim City 2000.£29.95 

-Senarios (vol 1) .... £11.95 

Sim Earth.£11.95 

Soccer Superstars. . . . CALL 

Star Crusader.£29.95 

System Shock.£36.95 

Tactical Manager. . . . £25.95 

TFX.£32.95 

The Premiership.CALL 

Theme Park.£32.95 

Tic Fighter.£35.95 

Trolls.£10.95 

Vital Light.CALL 

Wing Commander 2 . £ 12.95 
X-Wing.£32.95 


I We have parties catalogues for: PC; PC CD-Rom; Sega Mega Drive; Mega-32X;Mega- 

\cD; Game Gear; Nintendo SNES; NES; Game Boy; Philips CD-i; Amiga A500/600; 
|a/200,- CD32; Atari Jaguar; ST; Lynx; 3DO; Neo Geo; Neo Geo CD; Mac CD. 


Cheques & Postal Orders only, made payable to: ULTRA SOFTW.4RE. 
Please send orders to. 

Ultra, Dept PCG0195. Fulling Mill, Broughton, Banbury. Oxoii 0X15 6AP. E&OE 



For more info see the B.B.S. 



Helpline 0628 770596 

■pawl up to 14.400 BPS 
S OigbytM of sharawaru availabla 


FREE DISK CATALOGUE 


(3.5" Only) 


Thousands of PD/Shareware Titles, 
hardware & commercial software listed. 



Send SAE to: 

ACCESSORIES 

120 Capacity Locking Disk Box 

£7.99 

PATHFINDER PD 

Mouse Mats 

Mouse Holders 

£2.50 

£1.95 

Dept PG. PC Catalogue Offer, 

Disk Head Cleaning Kit 

£2.50 

41 Marion Street, Bingley, 

10 DSHD 3.5" Blank Disks 

£8.50 

West Yorkshire BD16 4DQ 

100 Labels 

£1.50 

Tel; 0274 565205 (9am - 5am) 



PO 



Box 1594 



, Dorchester, Dorset. DT2 8YL 


Tel 



0305 853513 


3.5” DISC 

1942 THE PACIFIC AIR WARS.E32.99 

AIR WARRIOR.£26.99 

ALONE IN THE DARK 2 £33.99 

AMAZON. £28.99 

ATAC. £29.99 

BATTLE 2. £29.99 

BATTLE ISLE 2.£29.99 

BENEATH THE STEEL SKY.£29.99 

BODY BLOWS.£22.99 

CAMPAIGN II.£28.99 

CANNON FODDER.£25.99 

CHESSMASTER 4000 TURBO (WIN).£26.99 

COOL WORLD.£15.99 

CRUISE FOR THE CORPSE.£14.99 

DARKLANDS... £29.99 

DAVID LEDBETTERS GOLF.£29.99 

DAY OF THE TENTACLE £30.99 

DELTA V. £29.99 

DESERT STRIKE £26.99 

DETROIT. £29.99 

DOOM II. £39.99 

ELITE 2. £29.99 

EVASIVE ACTION . £29.99 

EYE OF THE BEHOLDER 1.£14.99 

EYE OF THE BEHOLDER 2.£14.99 

EYE OF THE BEHOLDER 3 £16.99 

FI 4 FLEET DEFENDER £33.99 

FLIGHT SIM 5. £34.99 

FLIGHT SIM 5 SCENERY NEW YORK.£18.99 

FLIGHT SIM 5 SCENERY PARIS.£18.99 

FUN SCHOOL RANGE. £CALL 

GABRIEL KNIGHT. £29.99 

GREAT BRITAIN SCENERY DISKS £29.88 

HAND OF FATE. £29.99 

HANNA-BARBERA ANIMATION WORKSHOP.£35.99 

INDY CAR RACING.£22.99 

INDY CAR CIRCUITS EXPANSION DISKS.£15.99 

KIDPIX2.£29.99 

KINGMAKER.... £27.99 

LEGACY. £29.99 

LEMMINGS 2..., ..£9.99 

LINKS 386 PRO £33.99 


3.5” DISC 

LINKS COURSE EACH.£17.99 

LITTLE DIVIL.£29.99 

MASTERS OF ORION.£33.99 

MERCHANT PRINCE.£33.99 

MICROSOFT CREATIVE WRITER...£42.99 

MICROSOFT SPACE SIMULATOR.£34.99 

MORTAL KOMBAT.£22.99 

COLONIZATION.£33.99 

NIGEL MANSELLS.£26.99 

NODDY’S PUYTIME.£22.99 

NODDY'S BIG ADVENTURE.£22.99 

OVERLORD.£33.99 

PACIFIC STRIKE £34.99 

PETER PAN.... .... .£25.99 

PIRATES GOLD .£29.99 

PRINCE OF PERSIA 2 £29.99 

PUTT PUTT JOINS THE PARADE.£22.99 

PUTT PUTT MOON.£26.99 

RED BARON LIMITED EDITION.£28.99 

RETURN OF THE PHANTOM.£25.99 

REUNION.£28.99 

REX NEBULA.£29.99 

SAM & MAX.£30.99 

SETTLERS.£29.99 

SHADOW CASTER.£33.99 

SIM CITY 2000.£29.99 

SPACE HULK.£32.99 

SSN21 SEA WOLF.£33.99 

STAR LORD.£33.99 

STRIKE COMMANDER.£34.99 

STRIKE COMMANDER SPEECH DISC.£14.99 

SUB WARS 2050 £33.99 

SYSTEM SHOCK £33.99 

TIE FIGHTER.. £34.99 

UFO. ,£33.99 

ULTIMA VIII. £34.99 

WAR IN THE GULF.£24.99 

WING COMMANDER ARMADA.£29.99 

WORLD CUP YEAR 94.£26.99 

XWING.£32.99 

XWING DATA DISKS.£15.99 


CD ROMS 


JOYSTICKS 


7TH GUEST/DUNE.£36.99 

ALONE IN THE DARK/JACK.£24.99 

BATTLE ISLE 2.£36.99 

BENEATH THE STEEL SKY.£32.99 

BLOODNET.£33.99 

BUZZ ALDRIN RACE INTO SPACE.£29.99 

CASTLES II.£31.99 

COMMANCHE.£36.99 

DARK SUN SHATTERED LANDS.£34.99 

DAY OF THE TENTACLE.£33.99 

DOOM II.£42.99 

DRACULA UNLEASHED.£36.99 

DUNGEON HACK.£30.99 

EYE OF THE BEHOLDER 3.£32.99 

FIFA INTERNATIONAL FOOTBALL.£CALL 

GABRIEL KNIGHT.£34.99 

GREAT NAVAL BATTLES 2...£30.99 

HELL CAB.£36.99 

HISTORYLINE 1914-1918.£33.99 

INDY JONES FATE OF ATLANTIS.£36.99 

INFERNO.£CALL 

IRON HELIX.£29.99 

KINGS OUEST COLLECTORS EDITION.£35.99 

UWNMOWER MAN.£39.99 

LOOM TALKIE".£33.99 

MEGARACE.£29.99 

MYST.£42.99 

OUTPOST.£35.99 

PGA TOUR GOLF 486.£39.99 

REEEL ASSAULT.£36.99 

REUNION.£29.99 

RETURN TO ZORK.£33.99 

SAM & MAX.£33.99 

SEAWOLF SSN-21.£34.99 

SIMON THE SORCEROR.£33.99 

SPACE QUEST COLLECTORS EDITION.£33.99 

SUPER STRIKE COMMANDER.£38.99 

TFX.£38.99 

THE HORDE.£33.99 

THEME PARK.£33.99 

UFO.£33.99 

ULTIMA VII.£49.99 

UNDER THE KILLING MOON.£CALL 


CH GAMECARD II AUTO . £32.99 

CH GAMECARD II MCA . £42.99 

CH MACH1 + . £23.99 

CH MACH II . £25.99 

CH MACH III . £30.99 

CH FLIGHT STICK . £40.49 

CH FLIGHT STICK PRO . £69.99 

CH JET STICK . £36.99 

QUICKSHOT SMARTCARD . £14.99 

QUICKSHOT JOY & CARD . £20.99 

QUICKSHOT WARRIOR 5 . £13.99 

QUICKSHOT SUPER WARRIOR . £18.99 


•<>-- 


CD ROM DRIVES/SOUNDCARDS 

-ORCHID COS-3110 CD-ROM DOUBLE 
SPEED MPC LEVEL II COMES 
Mil lm. COMPLETE WITH INTERFACE CARD 

f^Rf 'l iin and cables and supports 

V I IIL MITSUMI INTERFACE 

FORMAT PHOTO CD COMPATIBLE . £145.00 

LITIL DEVIL FREE WITH ORCHID SOUNDCARDS 

ORCHID SOUNDDRIVE 16 (NEW) . £99.00 

ORCHID SOUNDDRIVE 16 SCSI (NEW).£134.00 

ORCHID GAME WAVE 32.£112.00 : 

ORCHID SOUND WAVE 32.£170.00 

ORCHID SV/32-1- CDROM.£295.00 

4 YEAR WARRANTY ON ORCHID PRODUCTS 
2 FREE CDROMS WITH DRIVE OR BUNDLE 

i; ALL ANT ^ 


GALLAT 16 BIT SOUND CARD SC-60.£85.00 

GALLANT GMW1000 WAVEBOARD.£85.00 


DAUGHTER BOARD FOR SOUNDBLASTER 16COMPATIBLE 
SOUNDCARDS. 315 SOUNDS - 128 GENERAL MIDI * 65 GS 
VARIENTS + 22 DRUMS ON 8 DRUM SETS. INC PROCYON MIDI 
SEQUENCING SOFTWARE - RRP USUALLY £49.99 
GALLANT SC-60-t-GMW1000 . £160.00 


GOLDSTAR DOUBLE SPEED CDROM DRIVE . .£117.00 

PANASONIC 562B D/S CDROM DRIVE . £138.00 

SONY CDU-33A D/S CDROM DRIVE . £128.00 


IF YOU DO NOT SEE THE PRODUCT YOU 
REQUIRE PLEASE PHONE 


PRICES SUBJECT TO CHANGE WITHOUT NOTICE E&OE 













































































































































































































Dean Evans slams in a 


Sabot as he tackles 


the long-awaited tank 


sim from Novalogic. 


(above) Okay, so the graphics don’t look too 
bad here, but when the game is on your mon¬ 
itor, you lose all the definition and the detail. 


...1944: Across The Rhine. This World 
War Two tank sim was supposed to be 
on the shelves in time to coincide with 
the 50th Anniversary of the D-Day 
landings, but so far it still hasn’t 
appeared. But it will be ready soon, 
MicroProse assures us, and AOR will 
allow you to play either the US Army or 
the German Wehrmacht battling it out 
in the fields of France. Lke Armoured 
Fist, it’s only available on CD-ROM. 


C0RL5 REHRINING: IE 




They’re absolutely dreadful. Any sense 
of realism that Novalogic hoped to cre¬ 
ate instantly disappears as soon as the 
first blocky landscape, complete with 
blocky trees and blocky fuel dumps, 
comes up on-screen. And this is a great 
shame, because Armoured Fist’s 
cutscenes are stunning and, if you can 
ignore the graphics (and this is almost 
impossible), underneath lies quite a 
good simulation. 

In fact, it reminds me a lot of 
MicroProse’s old game Mi Tank 
Platoon, but having played Armoured 
Fist and given the choice between the 
two, I’d still go for the basic polygons of 
Ml every time. At least in Mi Tank 
Platoon, you could see that you were 
driving a tank — in Armoured Fist, the 
graphics are so bad you could be driving 
an ice-cream van with a gun turret and 
you wouldn’t know the difference. As for 
shooting the enemy, you often can’t tell 
the difference between a hill and a T-80. 

Like Ml Tank Platoon, Armoured Fist 
not only allows you to drive a 25-ton 
mobile cannon, it also places you in 
command of up to sixteen armoured and 
mechanised units. So, if you choose to 
play the Americans, you can take control 
of the advanced M1A2 Abrams 
Battletank and the M3 Bradley IFV, or if 
you want to see the war from the other 


(Above top) In Armoured Fist, you control a 
platoon of four M1A2 tanks, and if you stand 
three feet away from the screen and squint a 
bit, they can look quite impressive. 


(Above) The M1A2 Abrams Main Battle Tank 
can reach speeds of up to 55 mph, seats four 
and is available in camouflage or beige. 




f you’ve ever played 
Novalogic’s chopper 
game, Comanche: 
Maximum Overkill, you’ll no doubt 
recall the Voxel Space 3 D technology 
that was used to generate the undulat¬ 
ing landscape. On the whole, 
Comanche was a nice game — a bit on 
the blocky side, admittedly, but if you 
stood about three feet away from the 
screen, and squinted a bit, it was actu¬ 
ally a very playable and atmospheric 
shoot-’em-up. 

Unfortunately, Novalogic’s new 
state-of-the-art tank simulation. 
Armoured Fist, also uses the Voxel 
Space 3D engine, and while the game is 
undoubtedly a very accurate simulation 
of modern tank warfare, with high-tech 
M1A2 tanks, thermal imaging and digi¬ 
tised speech, the limitations of the 
patent 3D routines have been cruelly 
exposed. I’m sorry, but Armoured Fist is, 
quite possibly, the ugliest-looking game 
of the year. 

The static screenshots here don’t 
really convey the true horror of the 
hideous, blocky graphics — they’re 
even worse when they’re moving. Just 
look at them. If the graphics in 
Comanche were considered chunky, the 
graphics in Armoured Fist are huge, sky¬ 
scraper-sized slabs. It’s almost impossi¬ 
ble to see what’s going on when the 
enemy, the buildings and even your own 
tanks, blend into the ground to become 
one huge mass of confusing pixels. 

In fact, I found the graphics in 
Armoured Fist really painful to look at. 



































Beauty And The Beast 





The cutscenes in Armoured Fist are stunning. Here a lone Mi Tank prowls the battlefield.. 



Having dodged the Russian Hind gunship, the Mi takes out a T-8o with a Sabot shell. 



Then with its second shot, another tank bites the dust. God, this game looks brilliant... 



. Er, on second thoughts, no it isn’t. These are the in-game graphics. What a let-down. 


of the political fence, AF 
also allows you to drive the Soviet 
built T-8o and the BMP Armoured 
Personnel Carrier. 

Whatever vehicle you choose. 
Armoured Fist lets you play a huge num¬ 
ber of individual missions that are set in 
a variety of world hot-spots, including 
the Saudi desert, India and the Ukraine. 
There are also six campaign scenarios, 
one for each featured combat theatre. 
On the most basic level, you control four 
Ml Tanks, and your task is to complete 
your specific mission objectives (i.e. 
destroying communications centres, 
knocking out enemy armour, etc) with 
minimum casualties to your side. 

As overall commander, you can fight 
the battles from the warm safety of the 
Command and Control Vehicle (CCV) or, 
if you’re fond of tense, heart-stopping 
action, you can jump into a tank and 
trundle over the blocky landscape with 
the front-line soldiers. And, as if all this 
wasn’t enough to hold your interest. 
Armoured Fist also features a built-in 
mission construction set, which allows 
you to create new battles and tactical 
challenges as diverse as your imagina¬ 
tion will allow. 

Graphics aside. Armoured Fist is a 
very atmospheric game. The gameplay 
is uncomplicated, the sound effects are 
excellent and the feeling of being 
squashed inside a tank is nicely con¬ 
veyed by the snippets of digitised 
speech shouting “Sabot up” when a 
shell has been slammed into the breech, 
and “He’s history!” when an enemy tank 
bites the proverbial big one. 

The initial feeling that you get when 
you play Armoured Fist is one of total 
confusion, a sense that you don’t know 
what or who is where. You could be 
attacked from any side, and if there’s 
one thing that Armoured Fist does con¬ 
vey very well, it’s that tank warfare is 
much more complicated than just 
trundling around firing shells at the 
enemy. Success requires strategy. 
You’ve got to use the terrain to your 
advantage, shielding yourself behind 
the hills and digging your tank in to pre¬ 
sent as small a target as possible. 

As far as the gameplay is concerned, 
Armoured Fist doesn’t appear to feature 
anything new in comparison with Mi 
Tank Platoon. Like Mi, you can control 
and swap between more than one vehi¬ 
cle, you can call in artillery barrages and 
air strikes and, if you’re fighting at 
night, you can use the high-tech infra¬ 
red and thermal imaging systems that 
are fitted to you tank, so you can kill 
with confidence whatever the weather. 

As a simulation, Armoured Fist isn’t 
half bad. Novalogic is very proud of the 
fact that it is probably the most realistic 
tank simulation on the PC, and the pro¬ 
grammers are confident that the 
translucent smoke effects and the real¬ 
istic tactics set it apart from any other 
tank simulation on the market. 

Well, yes, the smoke effects are very 
nice but, unfortunately, Armoured Fist 


will be remembered for its chunky visu¬ 
als rather than the realism of the actual 
simulation. It’s a nice game, with some 
wonderful cutscenes, but it’s sadly let 
down by the in-game graphics. If you 
haven’t got the message by now, i’ll say 
it again. They are absolutely dreadful. 
No matter how good the simulation of 
tank warfare is, if you can’t see what 
you’re shooting at, you soon get very 
bored and fustrated indeed. 

Sadly, the most impressive thing 
about Armoured Fist is the box that it 
comes in, and after playing the game 
I’m convinced that Novalogic ought to 
dump the Voxel Space engine and try 
something completely different. The 
complex mathematical algorithms may 
well produce accurate 3D models and 
landscapes, but the engine is light years 
behind traditional polygon graphics in 
terms of aesthetics. 

If you’re a tank-nut, then by all 
means go out and buy Armoured Fist, 
because if you can ignore the graphics 
(and if you can, you’re more tolerant 
than 1 am), it’s a very solid and accurate 
game. However, if (a) you like to see 
where you’re going and (b) you’d rather 
shoot at something that looks like a 
tank, rather than an blurry, blocky blob, 
then my advice is to wait a bit longer for 
MicroProse’s impressive-looking 1944: 
Across The Rhine. 1 really thought that 
texture-mapped graphics couldn’t get 
any worse than Origin’s Pacific 
Strike. Boy, was 1 wrong. \^J 


ARMOURED FiSr 


US Gold/Novalogic 


(021) 625 3366 


£ 39.99 Out No w 

MINIMUM SPEC 


33MHz 386, VGA, 4Mb RAM, iMb of 
hard disk space and CD-ROM drive. 


ALSO SUPPORTS 


Mouse; Thrustmaster joystick; Sound 
Blaster, Ad Lib and Roland soundcards. 


THE GOOD... 

* An accurate simulation of modern 
tank warfare. 

* The cutscenes are spectacular. 

...AND THE BAD 
« The Voxel-Space 3D graphics are 
bloody awful... 

« ...In fact, they’re so bad you can’t 
see what the hell you’re doing most of 
the time... 

^ ...And after about an hour, you can’t 
be bothered anyway. 
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lM i Um hen you first take a 
■ look at Dawn Patrol, 
it’s very tempting to 
write the whole thing off as just 
“Overlord with slower planes”. Both 
games were written by Rowan Software 
so it is, perhaps, inevitable that the 3 D 
engines are practically identical and 
that their main feature is undoubtedly a 
very impressive Super VGA mode. And 
in common with Overlord, Dawn 
Patrol’s ground detail is awful, the 
sound is little more than a hum and a 
cannon burst and, as if all this wasn’t 
enough, the campaign mode is shallow 
and uninvolving. 

Hmmm. It doesn’t sound too hot so 
far, does it? But obviously, you can’t 
pre-judge a game from a first look, and 
while Dawn Patrol does initially seem 
like an blatant excuse for Rowan to drag 
out its 3D engine again, Dawn Patrol 
neatly avoids a wholesale critical sav¬ 
aging by boldly proclaiming that it isn’t 
actually a flight sim at all. No. Dawn 
Patrol, says the manual, is really an 
interactive book. 

You see. Rowan has designed Dawn 
Patrol to be more of a flight game than a 
flight sim. And although the game has 
all the trappings of a First World War 
aerial simulation, after you’ve sat down 
and had a decent fiddle with it, you 


soon com^to realise that with its wealth 
of historical information, pilot biogra¬ 
phies and the hypertext links. Dawn 
Patrol isn’t really a game at all — in fact, 
it feels a lot like a multimedia educa¬ 
tional product. 

Like a book. Dawn Patrol has over 
100 pages devoted to all aspects of fly¬ 
ing and fighting in the First World War. 
The book is divided into a number of 
individual sections, which include topics 
like The First Aces, Aircraft Of The Era 
and Pilot Biographies. When you choose 
one of these subjects, say, The First 
Aces, you are then presented with an 
abundance of historical info, illustra¬ 
tions and animations about the major 
heroes of the 1914-1918 war. 

For example, the first pilot that the 
game mentions is the German ace, 
Oswald Boelcke. After you’ve read the 
background information about him, you 
can then click on the page and take on 
the role of Boelcke in a playable 3D mis¬ 
sion. Basically, this is how Dawn Patrol 
is structured — you simply pick a sub¬ 
ject, absorb the historical details and 
then, if you want to, you can take to the 
skies on a number of accurate missions 
to see if you can recreate history or 
rewrite it. 

Of course, being a World War One 
fighter ace was supposed to be glam¬ 
orous. Imagine the exhilaration of nose- 
to-tail dogfighting above the muddy, 
lice-filled trenches of France, the chatter 


Strictly speaking. Dawn Patrol isn’t really a ‘game’, because the whole thing is based around 
a book. You simply pick a page, absorb all the accurate historical detail and then click on the 
iron cross to fly the mission. It’s nicely structured but it’s not stunningly exciting stuff. 
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of the machine 
guns, the wind in 
your hair... Ah, the 
romance of it all. Forget 
the bit about the three 
week life expectancy and 
the fact that the planes 
were little more than 
sheds powered by lawn- 
mower engines — this 
was the dawn of air com¬ 
bat. This was dangerous stuff. 

After you’ve overdosed on the histo¬ 
ry and the game has jumped into the 3D 
section, things become a tiny bit more 
traditional. Like the forthcoming Wings 
Of Glory from Origin, Dawn Patrol lets 
you take to the skies in a wide variety of 
flimsy World War One aircraft (the Spad, 
the SE5, the Fokker DR.i, etc) but, like 
the aforementioned Overlord, the feel¬ 
ing of simulated flying isn’t actually very 
realistic or impressive. 

Naturally, Dawn Patrol has a wealth 
of external views and floating camera 
angles, but as the cockpit layout takes 
up nearly half the screen, the actual 
playing area is relatively small. In fact, 
it’s frustratingly restrictive, especially 
when you’re used to the freedom of a 
virtual cockpit and being able to switch 
the cockpit off altogether. As much as I 
tried, I just couldn’t shake the feeling 
that I was viewing the action through a 
slit, almost as if someone had secretly 
stuck a big Balaclava over my head 
when I wasn’t looking. 

And it’s a great shame that you can’t 
see more, because Dawn Patrol’s SVGA 
graphics are absolutely gorgeous. Like 
Overlord, Rowan Software has devel¬ 
oped a beautiful-looking game which 
can be played in either bog-standard 
VGA mode (quite nice) or high-resolu¬ 
tion 640x480 SVGA mode (bloody fabu¬ 
lous). But you don’t need me to tell you 
this — you can see for yourself that the 
aircraft are superbly defined and beauti¬ 
fully Gouraud-shaded, and the detail is 
so precise that you can even count the 
rivet holes and see the pilots sitting in 
the cockpits. 

No, it’s almost impossible to fault 
the graphics at all. In fact, the only prob¬ 
lem that I encountered was some incom¬ 
patibility between the more obscure 
SVGA cards and the drivers that are 
included with the game. Of course. 


Dean Evans straps 
on his goggles 
and takes to the 
skies in Empire’s 
^ flimsy flight sim. 

Rowan have also included a universal 
VESA driver in case your card is not 
directly supported, so unless you own a 
machine nobody has heard of, with a 
graphics card that died in 1991, you 
shouldn’t have any major worries. 

But while Dawn Patrol makes an 
excellent educational or multimedia 
product (the CD-ROM version apparent¬ 
ly uses digitised speech to narrate the 
historical bits), as a flight sim and as an 
exciting piece of entertainment, it isn’t 
quite as successful. 

Flight sim veterans will probably be 
disappointed with it, massively so, 
because the game doesn’t concentrate 
on the flying but instead focuses more 
on the history of the war. You can play it 
as a straightforward flight game, of 
course, and ignore all the background 
detail, but even then the missions are 
short and unrewarding and the cam¬ 
paign mode, such as it is, is uninvolving 
and superficial. 

Don’t get me wrong — the combat 
part of the game isn’t awful and the 
graphics are truly marvellous, but on 
the whole I can’t help feeling that Dawn 


External Locking 


Unfortunately, one of the features Dawn 
Patrol doesn’t have is a ‘virtual’ cockpit. 
Instead, Rowan has developed a versatile 
external lock which, if you hit the Return 
key, shows an external view of your cur¬ 
rent target and your aircraft in relation to 
it. While this lock isn’t as realistic as the 
virtual cockpit in games like Wings Of 
Glory and TFX, it’s still a very easy and 
effective way to spot your enemy. In fact, 
because the Dawn Patrol in-cockpit view 
is so restrictive, it’s an absolute godsend. 
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Before you fly a typical Dawn Patrol mission, you can read up 
on the key First World War moments, the aircraft and the Ace 
pilots, like Mannock and Baron Von Richthofen. 



Once you’ve picked your mission. Dawn Patrol gives you the 
opportunity to fly the engagement as either a Luftwaffe or an 
Allied pilot, and you can also set the number of opponents. 



Once up in the air, it’s typical flight sim fare and, using a very 
complex series of hotkeys. Dawn Patrol has an extensive 
range of pretty external views. 



It*s a bit like... 


...Wings Of Glory, the imminent World 
War One flight sim from Origin. Just as 
Dawn Patrol drags out the Overlord 3D 
engine, so Wings Of Glory reuses the 
Strike Commander RealSpace engine 
and, like Wing Commander, blends 
cinematic talkie bits with an interac¬ 
tive campaign and intensive dogfight¬ 
ing. But is it any good? We’ll have a 
full review next issue. 



Patrol isn’t half as playable and as 
enjoyable as Overlord. It’s certainly very 
comprehensive — there are twenty dif¬ 
ferent aircraft to fly, each of which has 
its own particular flying characteristics; 
accurate flight models; over 90 individ¬ 
ual missions and, of course, the obliga¬ 
tory video editing facility — but unfortu¬ 
nately there’s just not much of a ‘game’ 
underneath it all. 

All in all, if you want a book about 
the First World War flying aces, a book 
that allows you to step in and fly histor- 
ically-accurate missions with real-life 
pilots, then Dawn Patrol is definitely the 
product for you. As I’ve said, it would 



The planes are beautifully Gouraud-shaded 
in SVGA mode. Once you’ve played in high- 
res, you won’t want to fly in VGA again. 



Kerblam and Kaboom! Another SE5 bites the 
dust as the Germans go marching onwards. 


probably make a great edu-tainment 
multimedia title. 

But if you’d like a little extra game- 
play, a bit of a challenge and a cam¬ 
paign where you can test your flying 
skills to the limit, then I’m afraid you’re 
going to have to wait a bit longer, 
because Dawn Patrol isn’t it. 

If you’ve already shelled out for 
Overlord, then you’ll find Dawn Patrol is 
just more of the same. It’s a nice prod¬ 
uct, but I’m afraid that it will probably 
interest you about as much as Dave’s 
holiday snaps — enthusiasm for the 
first five minutes and then ram- 
pant boredom from then onwards. 



Strangely for a flight game. Dawn Patrol is totally uninspiring when you use the in-cockpit 
views, but absolutely awesome when you pick an external shot. The game engine is very ver¬ 
satile and allows you to rotate the view up and down in 360 degrees and to zoom in and out. 



The graphics in Dawn Patrol are absolutely 
wonderful - shame the game is a bit poor. 



THE GOOD... 

* It’s an excellent interactive book. 

% The SVGA graphics are stunning. 

* Accurate flight models, 20 different 





















































Those loveable 
Lemmings are back! 
They may be bigger 
and, er, puzzlier than 
ever before, but are 
they better? David 
Upchurch reveals all... 



The ‘Shimmier’ tool gives your Lemmings 
special sucker pads, allowing them to stick 
to the undersides of platforms. 








By turning on the ‘Kid Mode’, you can cut out 
the Lemmings’ more gruesome death scenes, 
such as being zapped by a disintegrator. 


Clicking with the RMB lets you cycle through 
the tools collected, and turns the Lemming 
carrying it a highly-visible shade of red. 


II New World Of 
Lemmings is much 
more than just the 
third game in the perennially-popular 
Lemmings series. According to 
Psygnosis, it’s also the first in a 
proposed four-part ‘mini-series’ — a bit 
like The Winds Of War, but starring 
green-haired, semi-intelligent rodents 
rather than a grey-haired, semi-intelli- 
gent Robert Mitchum. 

As keepers of Lemmings lore will 
know, in Lemmings 2 the aim was to 
help the twelve Lemming ‘tribes’ escape 
the apocalypse about to engulf their 
island home, if ANWOL’s intro is to be 
believed, somebody, somewhere, must 
have been successful, because the 
Lemmings are now floating high above 
the sea in an ark carried by hot-air bal¬ 
loon, searching for a new home. 

Just as the food begins to run out 
and things are starting to look a tad 
desperate, one of the Lemmings spots 
an archipelago of twelve islands in the 
distance which, rather conve 
niently, will provide a perfect 
home for each of the 
Tribes. ANWOL starts just 
after the first three Tribes 
— Classic, Egyptian and 
Shadow — have been 
dropped off (the following 
parts will centre around the adventures 
of the remaining nine tribes). 

Of course, the three Tribes are keen 
to explore their new homes, each of 
which consists of thirty levels of traps 
and perils. As always, it’s the player’s 


Each Tribe starts the game with just ten Lemmings. If, say, only seven survive Level 1, then 
you’ll start Level 2 with seven Lemmings. However, a few Lemmings have got lost in some of 
the levels and, if rescued, they’ll become a part of your tribe. 


job to protect the Lemmings from their 
own suicidal tendencies and ensure that 
as many Lemmings as possible make it 
to the level’s exit. 

If this brief description makes 
ANWOL sound like every other 
Lemmings game, well, that’s because it 
is like every other Lemmings game. 
However, the game actually differs in 
several key respects, all of which 
conspire to make ANWOL a 
totally fresh and very enjoy¬ 
able gaming experience. 

So what’s new? Well, the 
most obvious difference — 
and the one most likely to 
upset long-time Lemmings 
fans — is that the little darlings 
themselves are bigger (or rather, as the 
manual goes to great pains to point out, 
they just look bigger because this time 
you’ve got a closer view of the action). 

I must admit that the thought of big¬ 
ger Lemmings did worry me a little, but 
in practice it actually works quite well. 
True, the all-important ‘cuteness factor’ 
that made the original games so appeal¬ 
ing has been diminished slightly, but 
this is easily outweighed by 
the fact that all the graphics 
benefit greatly from the 
increased level of detail. 

And there’s more. 
Provided your machine 
has Super VGA graphics 
capability, you can even opt to 
have the menu and map screens ren¬ 
dered in glorious high-res. Okay, so the 
in-game graphics remain stuck in 
chunky ol’ VGA but what do you want — 
blood? (And while we’re on the subject 
of graphics, I have to say that I think the 
ray-traced Lemmings used in the intro 
were a big mistake.) 

The gameplay has been altered too. 
You no longer have a menu of ‘skill’ 
icons. Instead, there are just five 
‘action’ icons: Walk (changes walking 
direction and ‘frees’ Blockers), Block 
(stops other Lemmings), jump (makes 
the targeted Lemming, er, jump). Use 
(makes a Lemming use any tools it’s 
picked up) and Drop (makes a Lemming 
drop a tool). 

Eh? Whassat? Tools? Tools are like 
the old skills, and in All New World Of 
Lemmings these tools are ‘collected’ by 
the Lemmings as they wander through 
each level. The tools are shown as tiny 
red boxes, and if a Lemming encounters 
one he’ll pick it up, assuming he isn’t 
carrying a tool already. The ten types of 
tools vary from bridging blocks and 
spades (for digging tunnels) to bombs 


and suckers (for climbing sheer sur¬ 
faces), and each can only be used a lim¬ 
ited number of times. 

Success, then, lies in knowing how 
and when to use the tools available. At 
first, the use of tools makes no apparent 
difference to the gameplay. Later on, 
however, when you have to start drop¬ 
ping tools, swapping them with other 
Lemmings and so on, the 
game develops an addictive 
flavour all of its own. Yes, 
all this tools business does 
make the gameplay a little 
‘fussier’ than before, but 
not so much so that it 
becomes annoying. 

The new ‘Jump’ ability also 
makes the gameplay slightly more 
arcade-y than before. On some levels 
you have to jump across pits to reach 
certain targets, and this often requires 
precise, split-second timing. It’s on such 
levels that you realise the advantages of 
the larger Lemmings — with the old, 
smaller rodents such antics would’ve 
been nightmarishly difficult to get right. 

DMA Design have taken quite a big 
risk making such fundamental changes 
to the Lemmings formula, so all credit to 
them for pulling it off admirably. While 
All New World Of Lemmings still feels 
like a part of the Lemmings saga, it’s 
different enough to make it appealing to 
even the most jaded veteran Lemming- 
saver. I can’t wait for All New 
World Of Lemmings Part II... 


Creature 

Feature! 


As if bottomless pits, acid pools 
and disintegrator beams weren’t 
enough, the poor little Lemmings now have 
to contend with wandering monsters. 
Hmmm, sounds like the cue for a panel... 


The Potato Beast is so-named because of 
its startling resemblance to a potato — 
well, a purple potato, anyway. A particu¬ 
larly vicious creature, it’ll home in on and 
eat any Lemmings in the vicinity. 




























































































(Right) ANWOL has a special Replay feature. 
When kicked in, it re-runs the level exactly as 
you played it, and you can step in at any 
point and take over. It’s very handy when 
you’re trying to solve a tricky level, but you 
can’t complete the game using it. 


The familiar trapdoor entrance to the 
level — the number of Lemmings that 
start a level is the same as the number of 
Lemmings that survived the last one. 


The Umbrella tool allows the Lemmings 
to fall an almost infinite distance without 
taking any damage. You can probably see 
where it’s needed... 


Some levels contain ‘bonus’ Lemmings 
that you can attempt to rescue — these, 
supposedly, are Lemmings who jumped 
out of the ark too early. 



The ‘Sucker’ tool lets Lemmings climb up The ‘Spade’ tool is handy for digging The exit to the level. All Lemmings must 

sheer wall faces. Each tool ‘pack’ only through walls and flooring. When used, be rescued, even the ‘bonus’ ones, to 

contains a limited number of suckers, so an arrow appears next to the Lemming, complete the game properly. This, let me 

use them wisely. allowing you to direct where they dig. tell you, is not easy. 



■■fBnnmp 


Apparently the Psycho Buzzard, the terror of 
the skies, has only recently acquired the 
ability to fly — and is none too pleased about 
it. Well, to be fair, all that flapping about 
would annoy anybody. 


The Lemme Fatale is a highly-evolved mimic 
which has the siren-like ability to hypnotise 
Lemmings and lure them to their doom. 
Luckily, distracting the smitten Lemming 
with a task will snap them out of it. 



The mote is the only creature the Lemmings 
meet that isn’t interested in having them for 
lunch. In fact, the mole can be quite useful — 
by building walls in its path, you can force it 
to dig tunnels for you! 



ANWOL has several landscape features that 
you might expect to find in a platform game, 
such as crumbly ledges that disappear under 
the Lemmings’ feet. 


It*s a bit like.». 

Ah-hal You thought I was going to take 
the easy way out and say Lemmings or 
Lemming 2: The Tribes, didn’t you? 
Well, I’m not — because what ANWOL 
reminds me of more than anything, 
with its ‘tool-based’ gameplay and 
arcade elements, is Interplay’s The 
Lost Vikings. But while The Lost 
Vikings is nice enough in its own way, 
ANWOL offers more fun and longevity 
overall. 




THE GOOD... 

• As infuriatingly addictive as ever. 

* The graphics are very nice, espe¬ 
cially the larger Lemmings and 
improved backgrounds. 

^ Some refreshing twists on the old 
Lemmings formula. 

...AND THE BAD 

9 As with every Lemmings game, 
some of the levels are very frustrating. 
41 The arcade-y aspects might turn 
some gamers off. 
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Alex Fraser commands 


a whole space carrier 


in Black Legend’s tale 


of interstellar war. 


U right, so I wrote off 
a space carrier in my 
first campaign. It 
wasn’t my fault. Nobody reminded me 
to send out the patrol fighters and, 
besides, the ground forces weren’t 
doing very well anyway. 

You’d have thought I’d have done 
better. I don’t want to blow my own 
trumpet, but I’m a bit nifty on Wing 
Commander Armada and, if I do say so 
myself. I’m no slouch at Battle Isle II 
either. And since those two are the main 
ingredients in the gaming cocktail that 
calls itself Inordinate Desire, I should’ve 
been wise to little things like air cover 
(space cover?) for my vessel. 

Still, you live and learn. In fact, I was 
really looking forward to my second 
stab at this little game. It’s well present¬ 
ed, with lovely music, decent sound 
effects, and thoroughly acceptable 
graphics too... unless you count the 
space combat bits, but I’ll come to those 
in a moment. 

The idea behind the game is that 
you’ve been sent out in your space carri¬ 
er to fly missions against a particularly 
nefarious enemy, many planets away 
from High Command and the Earth. With 
limited supplies of the latest military 
hardware and not much cash to buy 
replacements, you have to coordinate 
not only carrier activities and space 
attacks, but also plan each day for the 
marines that go into the front line. 

The carrier section of the game is 
more or less concerned with the logis¬ 
tics of the military operation, and the 
fighters and bombers on-board. You 
have to set up those patrols that I merri¬ 
ly forgot about, check that any repairs 
are going according to plan, activate the 
vehicles in the hanger for their various 
jobs, and order a freighter to deliver any 






equipment that you reckon you might 
need to complete you mission (as long 
as it’s within budget). There’s not really 
much more to it, apart from making sure 
your fighters are patrolling the area! 

When any of the fighters encounter 
the enemy, you are thrust into the cock¬ 
pit and asked to shoot them down in 
person. Sadly, this is less fun than it 
sounds, because the graphics are poor 
and the controls are frustratingly unre¬ 
sponsive. Inordinate Desire is neither 
Wing Commander nor Tie Fighter in this 
respect. If truth be told, I was left dread¬ 
ing the moment my craft ever detected 
the enemy, which isn’t a good sign. In 
MicroProse’s Starlord, the ship control 
method made space combat equally 
uninviting, but at least you could turn it 
off. Not so here, Tm afraid. 

As for the ground assault, each day 
you must shuttle down to the planet’s 
surface to give units their orders for that 
day. it’s very similar to Battle Isle II, but 
nowhere near as in-depth - units move, 
fire, or perform a very limited number of 
other actions, and although it makes for 
a playable game, it’s not one that has 
any lasting appeal. 

In fact, this really sums up my feel¬ 
ings about the whole game. I returned 
for a second bash, and found myself 
coasting through, stupid mistakes 


apart. I was glad to be charging 
through, because I was waiting for the 
next surprise or thrill. But all I got was 
more of the same. There weren’t any fun 
plot-twists or great changes of scene. 
Yes, things got a bit tougher, but 
nowhere near enough to stop someone 
with a bit of brain power, even if they 
hadn’t experienced any of the other sim¬ 
ilar games around. 

Inordinate Desire tries hard to bridge 
different sci-fi game genres, hoping that 
if you like one type of game for its tacti¬ 
cal side, then you’ll like different types 
— hence the mix of the Battle Isle and 
Wing Commander-style gameplay. 
Unfortunately, both sections really 
should be of the same high standards 
as either competing game on its own. 
Otherwise, as is the case with 
Inordinate Desire, it’ll be destined for a 
quick trip to budget-gamesville. Which 
is a shame, because (combat aside) it’s 
not a badly put-together game. 

However, all the presentation in the 
world can’t hide wafer-thin gameplay 
for very long. It might be a game that’s 
suited to strategy game beginners, but 
if you relish any sort of challenge, it’s 
really far too basic for that too. All in all. 
Inordinate Desire is neither great nor 
downright awful, it’s in a horrible 
limbo somewhere in-between. 


(Above) You’ve got to choose your equip¬ 
ment carefully, because you’re working to a 
tight financial budget. And, yes, it’s very 
Battle isle ii, don’t you think? 


INORDINATE DESIRE 


Virtual Arts/ Black Legend 


(0438) 840004 


£29.99 Out Now 


MINIMUM SPEC 


25MHz 386, VGA, 2Mb RAM, 11 Mb of 
hard disk space and mouse. 


ALSO SUPPORTS 


Sound Blaster, Ad Lib and Gravis 
Ultrasound soundcards. 


THE GOOD... 

• It’s graphically pleasing. 

• The sound’s really good too. 

• It’s based on some good games. 

...AND THE BAD 

• The tactical gameplay isn’t any¬ 
where near as good as Battle Isle It’s. 

% The in-cockpit space bits are pretty 
grim, really. 

41 Not really much of a challenge after 
a while. 




54 % 
































f '/ie top 24 International Teams and the best 96 Euro Club sides battle it out in 
Kick Off 3 European Challenge. Build your side around the star men. It is these 
key players who provide the skill and the style needed to win one of the 12 
League and cup trophies, and maybe even the Worid Cup itseif! 
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S uperb animation giving fast flowing 
soccer action. Bit-mapped internationai 
class pitches. 1500 detailed sprites bring 
the game to life with referees, linesmen, 
trainers and much more. 




N 


early 1 MB of sound. Digitised crowd 
noise samples and chants lets you soak 
up the big match atmosphere. 




• 40 Set plays for dead ball situations. 

• Practice mode, team talk and match facts. 

• Edit player names. Play alongside the top 




I aster the moves and you’ll master the 
game. 16 individual player actions at your 
fingertips. With powerful runs by the full 
backs, penetrating passes from the playmak- 
ers and devastating wing play... this is a game 
with blistering pace and instinctive appeal. 


International stars. 

• Save your best strikes and get ready for the 
Goiden Goais competitions. 

• Skiii Speed and baii controi options help you 
progress to the very top. 

• Ease of control with 4 button joypad (optional). 


T he first 10,000 Amiga copies and the first 10,000 PC copies of Kick Off 3 European 

Challenge come with a FREE FA Carling Premiership Pocket Annual 1994-95. Worth £3.99 
with a complete Premiership club directory, season reviews, player records - this is a guide 
that no soccer fan should be without! 


© 1994 Anco Games Anco Software Ltd, 7 Millside Industrial Estate, Lawson Road, Dartford, Kent DAI 5BH 
Tel: 0322 292513 ’ Fax: 0322 293422 Amiga: Min 1 Mb, 1 button, 2 button and CD32 joypad compatible 
IBM PC: Min 386/33 MHZ VGA 2 button or Gravis joypad compatible. Soundblaster compatible. 

* Screen shots displayed are representative of IBM PC and Amiga 1200 versions only. 
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Cyberjobe returns once 


more but Cyber Dean 


Evans is ready for him 


in SCI*s sequel to the 


very pretty 


Lawnmower Man. 


# 




Hello? Gameplay? Hello? 


As your fight towards Cyberjobe begins, you 
log onto a computer terminal and are given 
three different games to try. 


By far the easiest game in Cyberwar is 
Mutation Storage, which involves shooting 
Bernie when he appears in a doorway. 


Reverse Engineering is another easy game. 
Here you’ve got to discover the links between 
the symbols in order to cross the chasm. 


When you complete a game, a room turns 
from red to green on the main map. Turn all 
the rooms to green to reach the next level. 




a massive brain boost with some high- 
tech Virtual Reality equipment. 
Unfortunately, like poor Victor 
Frankenstein, Dr Angelo has no idea of 
what he’s creating and Jobe eventually 
becomes a superhuman figure, invading 
the world’s computer networks and 
effectively taking control of the planet. 

In Cyberwar, you again take on the 
role of Dr Angelo (the chap played by 
Pearce Brosnan in the original 
Lawnmower Man movie), and you must 
pit your wits against Cyberjobe, the vir¬ 
tual Cybergod operating from within the 
Cybercomplex of the VSI Corporation 
mainframe computer. Your mission is to 
single-handedly fight your way through 
the military defence network and to 
locate and then destroy the Omega chip 
which is the very heart of Cyberjobe’s 
virtual city. 

Like The Lawnmower Man, SCI’s 
original movie licence, Cyberwar looks 


Cyberwar uses some great ray-traced graphics to illustrate the mon¬ 
sters like Bernie (right) and Cyberjobe’s Cyberhell (below). 

Sadly, though, there’s not much of a game underneath. 


and sounds absolutely fabulous. It has 
an original soundtrack, features some 
stunning, 256-colour, ray-traced graph¬ 
ics, ten different game types and even 
full-colour footage from the original 
Lawnmower Man movie. But when you 
scrape away the glossy veneer, you dis¬ 
cover that Cyberwar is really little more 
than a Crystal Maze derivative with 


[though not strictly a 
sequel, SCI’s new 
game Cyberwar is the 
next instalment in the Lawnmower Man 
saga. Like the original Lawnmower Man 
game, which neatly dispensed with 
much of the film’s plot and instead took 
the player on a trip into Hollywood- 
style VR landscapes. Cyberwar has the 
same impressive-looking graphics, a 
variety of difficult puzzles to solve and 
a funky, futuristic soundtrack. Oh, and 
like The Lawnmower Man game, it 
doesn’t have much in the way of game- 
play either. 

But I’ll get to the lack of gameplay 
later. If you’re not familiar with The 
Lawnmower Man film, it told the story of 
Dr Angelo (a computer scientist) who 
gives Jobe (a slightly retarded gardener) 





























Every time you make a move in Cyberwar, 
your actions are displayed in a very attractive 
cinematic cutscene. 


In one of the Security Door games, you have 
ten seconds to find out which exit the arrow 
leads to. Easy — it’s the one on the left! 


Projectile Ranges is a fancy version of the old 
tanks game. Pick a trajectory and try to shoot 
your opponent before he gets you. 


Cyberboogie involves guiding a Cyberplane 
down a long tunnel, dodging barriers and, er, 
that’s pretty much it. 


some funky music and fancy cutscenes. 

Yes, The Crystal Maze. If you’ve ever 
watched it on the television or, more 
importantly, if you’ve ever played the 
coin-op version in the pub, you’ll realise 
that the gameplay in Cyberwar is almost 
exactly the same. Okay, so there aren’t 
any crystals to collect but, like The 
Crystal Maze, the gameplay revolves 
around nipping into different rooms to 
solve different sub-games that require 
both a bit of brain-power and some per¬ 
fect hand-eye coordination. 

In Cyberwar, these sub-games are all 
accessed from a network of computer 
terminals dotted around the corridors of 
the VSI complex. Whereas in The Crystal 
Maze you can pick either a Physical, a 
Skill, a Mental or a Mystery game, at 
each terminal in Cyberwar you are pre¬ 
sented with three different game choic¬ 
es, say, for example, Cyberboogie, 
Reverse Engineering and Security Door. 
To move onto the next section of the 
game, you’ve got to play and complete 
all of these sub-games at least twice. 

These sub-games are a mix of simple 
logic puzzles and frustratingly annoying 
arcade sequences. For example, the 
oddly named Cyberboogie (a popular 
feature of the original game) involves 
guiding a Cyberplane down a tunnel, 
using the cursor keys to negotiate the 
corners and to dodge metallic walls that 
rise out of the floor to block your path. 

Reverse Engineering, on the other 
hand, is a straightforward puzzle that 
involves jumping across a chasm using 
a number of floating platforms. All of 
these platforms have different symbols 



...Dragon’s Lair. Dragon’s Lair on CD- 
ROM is a faithful conversion of the 
ancient coin-op, in that it has beautiful 
cartoon graphics but absolutely no 
gameplay whatsoever. You just 
progress through the various scenes, 
pressing left, right, up, down or fire at 
the appropriate moment, to progress. 
Call this gameplay? 



on them (i.e. a green square, a red star, 
a blue triangle, etc) and the idea is sim¬ 
ply to work out which platform you can 
safely step onto next. 

If you begin on a platform that has a 
green square, for example, you can only 
move to an adjacent platform that has 
either a square or a green symbol on it. 
So, if you move to a green star, you can 
then only move onto a platform with 
either a star or a green symbol on it, etc. 

Lastly, the Security Door sub-game 
throws up a variety of brain-teasers that 
include simple find-the-exit maze 
games, jigsaw puzzles and a problem 
involving six linked cogs that must 
either be turned anticlockwise or clock¬ 
wise to complete the puzzle. All of the 
puzzles in the Security Door sub-game 
also have a ten-second time limit, so 
you’ve got to work out the answer to the 
puzzle quickly or die in the attempt. 

If you hadn’t realised by now, the 
gameplay in Cyberwar (in fact, I don’t 
know if you can even really call it ‘game¬ 
play’) is very simplistic and shallow. 
Like Space Ace or Dragon’s Lair, the 
graphics are very good but the game¬ 
play is virtually non-existent. All you 
seem to get with Cyberwar is two sec¬ 
ond snippets of interactivity (i.e. press¬ 
ing a key) and lots of passive viewing. 
You never feel that you’re involved in 
the game and ‘interactivity’ boils down 
to deciding which of the four cursor 
keys you’re going to have to press next. 

I mean, let’s say you’ve picked the 
Cyberboogie game. You’ve sat back and 
watched your virtual self walk through 
the huge yellow door, and as your 
Cyberplane thunders down the tunnel, 
the view cuts rapidly between a first- 
person perspective view and various 
cinematic external views. 

The tunnel turns left, so you hit the 
‘left’ key. Two or three seconds of non¬ 
interactive Silicon Graphics footage fol¬ 
lows. Then the tunnel turns sharply 
upwards, so you hit the ‘up’ key. Cue 
more pretty footage. A barrier with a 
hole in its left-hand side rises out of the 
floor. You hit the ‘left’ key again to slip 
through it. Another barrier appears, this 
time with the hole on the right, so you 
hit the ‘right’ key. You do all this anoth¬ 
er nine or ten times and, if you manage 
to dodge all the barriers, you land safely 
at the other end. But, if you crash, 
you’re on a one-way trip to Cyberhell. 

Is this gameplay? I’ve had more fun 
fiddling with a biro. I checked the box to 



see if the gameplay was hidden under 
the free T-shirt, and I even looked on 
the floor to see if it had fallen out when I 
wasn’t looking. But no — sadly, it 
seems that SCI has just forgotten to put 
any in. Cyberwar is just a movie that you 
can tinker with using the cursor keys. 

Games should challenge you con¬ 
stantly, not chuck non-interactive 
footage at you that can only be manipu¬ 
lated every few minutes or so. While 
Cyberwar looks nice, like Dragon’s Lair 
its interactivity is a myth. To its credit, in 
games like Cyberboogie and Circuit 
Citie, the pre-rendered footage is jum¬ 
bled up so the courses are different, but 
this still doesn’t make Cyberwar any 
more exciting or indeed fun to play. 

Cyberwar is a huge game and comes 
on three CDs (you also get the sound¬ 
track on a fourth), but even so I do have 
doubts about the variety and longevity 
of the gameplay. Big doubts. Huge, 
bloody-great mountain-sized doubts, in 
fact. I can’t see how a couple of key¬ 
board taps can hold anybody’s interest 
and, yes, while I admit that it looks nice 
and that the music is very good, the 
gameplay really sucks. 

At almost £50, think long and hard 
before you buy Cyberwar. It’s frustrating 
to play, repetitive and very dull. If you 
want to sit back and watch something, 
go out and rent a video. But if you want 
to play a game, something that will 
challenge your gaming skills as well as 
your grey matter, then pick something 
like Ecstatica or Little Big Adventure. 
Pick anything, just don’t buy Cyberwar. 
Come on, just how blatant do you / 2 £\ 
want me to be? 


Cyberjobe lords over his virtual city. It’s hard 
to imagine that this virtual Cybergod used to 
be a simple gardener. Perhaps he knows 
where the gameplay is. Hey, excuse me... 



































Dean Evans feels the 


need, the need for 


speed, in the awesome 


new SVGA flight sim 


from Electronic Arts. 


vif 

h dear. Another flight 

sim. I suppose it’s got 
the usual mix of high- 
tech aircraft, some external camera 
views — fully rotatable, of course — 
single and campaign mission options, a 
virtual cockpit thingie, stereo sound 
that’s so real you’ll think that you’re 
really there, and the sort of polygon- 
based 3D engine that yanks your 
trousers down and makes your eyeballs 
pop humorously out of their sockets. 
Oh, and probably some Full-Motion 
Video bits as well. 

Yes, yes, you might well be saying, 
there’s nothing new is there? Well, 1 
must admit that no, there isn’t. In 
essence, US Navy Fighters from 
Electronic Arts is just another carrier- 
based flight sim. It doesn’t boast any 
more gameplay than any other modern 
jet-based game but — and this is a big, 
72-point Sans Serif sort of ‘but’ — you 
only have to look at any of the jaw-drop- 
pingly beautiful screenshots on these 
pages to realise that US 
Navy Fighters is ‘Next 
Generation’ stuff. 

The major thing that 
sets USNF apart 
from, say. Fleet 
Defender is the sim¬ 
ple fact that you can 
play it in Super VGA 
As you can see, the game 
looks bloody gorgeous. The 
planes are smoothly con¬ 
structed and shaded, with all 
the necessary markings and 
paintwork. In fact, they’re so good 
in the high-resolution modes that you 
can hardly see the edges, and one look 


at the aircraft carrier Eisenhower is 
enough to take your breath away. I’m 
afraid that US Navy Fighters makes 
Overlord and Dawn Patrol seem posi¬ 
tively blocky in comparison. 

Obviously, with graphics as good as 
this, you’re going to need a cheetah- 
speed PC — something like a 90MHz 
Pentium — to run the game at maximum 
detail in 640x480 SVGA. But if you’re 
not blessed with the joys of 64-bit pro¬ 
cessing power, USNF can be played in a 
variety of graphics resolutions: 
320x200, 320x400, 640x480, 800x600 
and even, hold on to your socks, a mas¬ 
sive 1024x768. Of course, all these reso¬ 
lutions also have adjustable detail lev¬ 
els, which allow you to turn the shading 
and the textures on or off to suit the 
speed of your particular machine. 

In fact, the versatility of USNF is very 
impressive — almost anything can be 
changed. Designed by the people who 
created the very playable Chuck 
Yeager’s Air Combat, US Navy Fighters 
is the first game in a proposed Air 
Combat series. Having developed 
an excellent 3D engine, 

the 
team 
has 
deliberately 
set out to 
include all the 
major features of 
the modern flight 
sim, but to make it 
bigger, better and much 
more realistic. 

Being a carrier-based 
flight sim, US Navy 
Fighters lets you fly front¬ 
line US combat aircraft, including the F- 
14 Tomcat, the F/A-18 Hornet and the 
naval version of the F-22 Lightning. And, 




Because one of the Navy pilots is a Russian exchange student, you can also strut your aerial 
stuff in the beautifully sleek SU-33 Flanker. Just look at those graphics... 


if all that wasn’t enough, there’s the 
Navy F-104 Starfighter to get to grips 
with and even (no doubt thanks to the 
90s’ new era of international coopera¬ 
tion) the super-sleek, sky-blue Russian 
SU-33 Flanker. 

You can choose to fly either a single 
mission, a fifty-mission campaign or, if 
you’ve exhausted all the preset possibil¬ 
ities, you can also sit down and create 
your own. Anything can be altered — 
you can pick the plane you fly, the num¬ 
ber of wingmen you fly with and the 
time of day you attack. Then you can 
select how many aircraft you want to fly 
against, what type of plane they will be 
(AV8B Assault Harriers, B-52S, A-10 
Tankbusters, etc), the nature of the 
ground target (a bridge, power station, 
enemy shipping) and whether the target 
is defended by AA guns and/or SAM 
missile batteries. 


But there’s no such messing about in 
the campaign option, which places the 
player on board the American aircraft 
carrier Dwight D. Eisenhower. Using 
crisp, very impressive FMV sequences 
for the briefings, you discover that radi¬ 
cal nationalist forces in Russia have 
ousted the vodka-master, Boris Yeltsin, 
and are now leading a crusade to 
absorb ethnically Russian areas in the 
neighbouring republics. 

Fortunately, the United States has 
agreed to protect the Ukraine, a recent 
ally in the region, and the Eisenhower is 
deployed to the Black Sea. What follows 
are over fifty increasingly difficult mis¬ 
sions, sorties that test your multi-role 
skills to the limit and include combat air 
patrols, escort missions, anti-ship 
strikes and close air support. All tightly 
bound together by the FMV clips, the 
Black Sea campaign is probably the 
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That Top Gun 


The Black Sea campaign begins with a very Next, you can choose what aircraft you want Apparently I’ve got to waste this bridge, so Success. The bridge collapses and explodes 


impressive FMV briefing sequence. 


to fly - F-14 Tomcat or F/A-18 Hornet? 


with Mavericks armed, it’s missiles away!!! in a fireball, and I return to the Eisenhower. 



most atmospheric and exciting battle 
I’ve fought for some time — in fact, this 
is what I imagined flying a modern air¬ 
craft would be like. 

Realism seems to have been at the 
very top of the design agenda at EA, and 
the attention to detail in U 5 NF is truly 
stunning. As you fly the various mis¬ 
sions you can hear radio traffic from 
your wingmen, chatter from radar inter¬ 
cept officers, and reports from the 
AWACs early-warning aircraft as they 
update you on the ever-changing com¬ 
bat situation. 

As you can no doubt see for yourself, 
all of the aircraft, ships and vehicles are 
fully texture-mapped and, if you’ve got 
8Mb of RAM, USNF also uses bitmapped 
animations to create a variety of special 
effects, including catapult officers 
directing aircraft on the carrier deck, 
digitised explosions and dramatic ejec¬ 
tion sequences. And while the ground 
isn’t the most exciting you’ll have come 
across, USNF goes texture-map crazy, 
shading the water, sky, coastlines, 
roads, bridges and even the trees. 

There’s a virtual cockpit and all the 
expected external views, of course, and 


US Navy Fighters also uses rear view 
mirrors to provide the pilot with a quick 
rear view. All in all, thanks to its high 
resolution visuals, digitised speech, 
FMV footage and all the variety and 
alterable parameters of a game like 
Aces Over Europe, US Navy Fighters is a 
stunning game. Shame the ground 
detail is a bit flat and sparse but, hey, 
you can’t have everything, can you? 

Of course, there is a teensy-weensy 
problem. Without the SVGA graphics, 
USNF is just like any other flight sim, 
and if you haven’t got a fast PC, frankly, 
I think you’d be better off playing some¬ 
thing like TFX or Fleet Defender. If 
you’ve got a low-end 486 PC, for exam¬ 
ple, it’s becomes absolutely unplayable 
on anything above (and including) 
640x480, and 800x600 is ridiculously 
snail-like even on our humble Pentium 
machine. Yes, even the next 
generation Intel hardware 
can’t power along the 
incredible USNF 
graphics in the high¬ 
er resolutions. You can try it, 
but be prepared to wave 
goodbye to playability and 


say a big hello to ‘jerk-o-vision’. 

Apart from the speed problems, US 
Navy Fighters is an excellent game. It’s 
got all the options you’d expect a mod¬ 
ern flight sim to have, a variety of cus¬ 
tomisable features, and graphics that 
are so good you’ll never want to go back 
to playing in VGA again. 

But remember — for this next gener¬ 
ation game, you’ll need a serious next 
generation PC. Like it or not, Pentium 
power and SVGA are staking their 
claims to be the next big thing, and with 
games like this (and NASCAR Racing 
and Super TFX around the corner) who 
can fail to sit up and take notice. Dear 
Santa, I’ve been good and I’d like 
a Pentium please. 


Dogfighting can be fast and frantic in US Navy Fighters, and when you’re flying against a couple of Russian Flankers, you soon realise that the 
F-14, although it packs a huge punch, handles like a proverbial ton of bricks. 



...TFX or, if you can wait until January, 
Super TFX, the SVGA sequel. Super 
TFX not only promises to include a 
stunning SVGA option, but also multi¬ 
player options, new scenarios and bet¬ 
ter weapons. We’ll bring you a preview 
of the game as soon as we can... 







































have thought that writing a good 
shoot-’em-up would be the easiest 
thing in the world for a games compa¬ 
ny. After all, there’s nothing quite like a 
quick, mindless alien blast for relieving 
tension after a bad day at the office. 

Unfortunately, it seems that they 
(the game companies) have got the 
impression that us PC owners aren’t 
content unless we have to use our 
brains a lot, so while there are plenty of 
flight sims, god sims, role-playing 
games, graphic adventures and the like, 
the poor old shoot-’em-up has been 
pretty much ignored. 

There was Xenon II, of course, and 
unless you count Shareware, er, that’s 
it, really. Luckily for us hardened zap 
addicts, however, Psygnosis has obvi¬ 
ously spotted this gaping chasm in the 
market and has filled it with a nifty little 
game called Novastorm. 

As with most shoot-’em-ups, the sce¬ 
nario isn’t terribly important to the 
gameplay, but I’ll fill you in anyway. 
Basically, Novastorm is set in the future. 


and in best Terminator fashion, comput¬ 
ers have attained sentience and have 
decided that they can do perfectly well 
without humans cluttering up the uni¬ 
verse. And guess who happens to be the 
only person capable of saving humanity 
from extinction? Oh come on, I don’t 
think I have to tell you that, do I? No, I 
should hope not. 

Anyway, this apology of a plot is just 
an excuse for a long, flashy intro 
sequence and the chance to climb into 
your prototype Scavenger 4 spaceship 
and blast lots of little metallic objects 
off the screen. (If Scavenger 4 sounds a 
bit familiar, if you haven’t worked it out 
already, Novastorm was originally 
called Scavenger 4 and we previewed it 
way back in issue 2. Ah-haaa...) 

In the run-up to its release, 
Novastorm received a lot of attention on 
account of its rather smart graphics. 
Intro sequence aside, it does look very 
nice — great backgrounds, lots of ren¬ 


dered spaceships (did someone say 
Silicon Graphics?) and plenty of juicy, 
animated cut-scenes. 

However, for all its fancy looks, it’s 
still a shoot-’em-up, and a basic one at 
that. It’s a forward-scrolling game (you 
fly “into” the screen along trenches and 
canyons) in which you view your ship 
from behind, and if this all sounds horri¬ 
bly familiar, then yes, it is a bit like 
Psygnosis’ other (poor) attempt at a 
shoot-’em-up. Microcosm. 

Both games are very pretty to look 
at, both games share the same view¬ 
point, but whereas Microcosm was as 
dull as ditch water to play, Novastorm is 
actually quite good. It’s fast, it has the 
right amount of difficulty, the right 
amount of addictiveness, and if the 
gameplay is simple, then it bloomin’ 
well ought to be — it’s a shoot-’em-up, 
for heaven’s sake. 

In fact, I can sum up the gameplay in 
a sentence: little metallic things fly out 


Alex Fraser gets mean 
with a laser — but still 
doesn’t do very well at 
Psygnosis’ spectacular 
shoot-’em-up. 



- 

One of the power-ups gives you a laser-firing 
‘wing-man’ — always handy for dealing with 
any mechanoid stragglers. 



This is what happens to you if you fail to kill the third end-of-level boss. It eats you. As they 
say in Aliens: “Game Over man! Game Over!” 


The round objects are power-ups. Grab as many of these as you can, because you don’t stand a 
chance against the end-of-level bosses unless you’re packing some serious firepower. 



Your ship flashes white when it gets hit, which isn’t a good sign. The nice thing about Imagine that bit at the beginning of Terminator, where mankind desperately battles the 

Novastorm is the way that you can also crash into the beautifully-rendered ground as well. machines amongst the ruins of a great city... Novastorm’s a bit like that really. 
































































Yes, this shot’s from the intro. You thought it looked a bit too good to be true, didn’t you? 


Big bad bosses 

A shoot-’em-up isn’t really a shoot-’em-up unless it has some really mean end-of-level 
guardians or ‘bosses’ for you to destroy. Here are a few of the big fellas that you meet early 
on in the game... 



The first big fella is this large satellite thing, which spins around, spraying fireballs and big 
spiky mines at you. Concentrate your shots on the orange panels to kill this one. 





Next comes a ground installation. This one’s a piece of cake — just stay at the top of the 
screen and you won’t get hit, though try to shoot the white bit in the middle of the radar dish. 


At the end of stage three on the first world you’re met by a giant mechanoid snake and accom¬ 
panying spaceship. Both of these are highly lethal and it usually takes me a couple of goes to 
get past these guys. 


Very nasty. This large metal phoenix thing rises up from the lava and flies around, making it 
very hard to hit. I still haven’t managed kill it, but don’t let that deter you... 



of the screen and you shoot them until 
they stop flying out of the screen. There 
are, of course, power-ups to collect 
which add useful items to your ship — 
your measly single shot turns into a 
double shot, then a triple shot, and then 
you start getting little drones which fly 
around your ship, missiles and so on. 

In true shoot-’em-up tradition, at the 
end of each level, there’s a boss to blow 
up, which is always big, always shoots 
at you a lot and is always bloody diffi¬ 
cult to destroy. Novastorm has i6 levels 
of little metallic things and great big 
metallic boss things to blast, which 
although is doesn’t sound like much, is 
actually more than enough when you 
consider just how hard the bosses are 
to kill. 

You can play the game on the Hard 
or Easy level, and you can also cus¬ 
tomise your game further, awarding 
yourself either three, five or a massive 
seven lives. But even when I played on 
Easy with seven lives, I still couldn’t get 
past the end of the first world. Okay, so 
I may be a bit crap, but I reckon that 
even the most veteran shoot-’em-up 
specialist is going to have his or her 
work cut out for them. 

As for the sound, the action is 
backed by a thumping good techno¬ 
style soundtrack — not my usual kind of 
listening, I hasten to add, but it suits the 
game perfectly. Unfortunately the sound 
effects are a bit on the weedy side. 
Instead of BOOM! and ZAP! and 
KERBLAAM! you get fweep, fffzzzt and 
blip, which really isn’t very inspiring. I 
mean, this is a space battle, for god’s 
sake, not a firework display in a neigh¬ 
bour’s back garden on November 5th. 
Let’s have some explosions! 

To sum up, Novastorm is a better 
than average shoot-’em-up on a 
machine which badly needs some better 
than average shoot-’em-ups on it. The 
graphics are very nice and the music is 
excellent, but if you took these away the 
result wouldn’t be all that impressive. 

As a shoot-’em-up it does the job, 
but remember that it is just a shoot-’em- 
up, so don’t expect anything out of the 
ordinary, especially if you’ve graduated 
to the PC from Amigas and consoles, 
where games like this are two-a-penny. 
Just think Project-X in 3D, and you 
have Novastorm in a nutshell \^/ 



...Microcosm. Now Microcosm was a 
case of ‘nice graphics, shame about 
the game’, whereas Novastorm is ‘nice 
graphics, not a bad game either.’ 
Microcosm put you in charge of a 
miniature sub floating through the 
human body — a nice idea, but unfor¬ 
tunately it didn’t really work. In fact, 
it’s probably best avoided. Even if you 
see it in a bargain bin at Future Zone... 
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Alps, schmalps! Alex 
Fraser rides his herd of 
elephants against the 
legions of Rome. 



verybody remembers 
Hannibal. No, he’s not 
that bloke in the A- 
Team played by George Peppard, he’s 
the man who took a mighty army and 
some performing elephants for a 
fantastic jaunt across the Alps. 

But what you probably don’t know, 
is that Hannibal’s bit of pachyderm 
mountaineering came in the middle of a 
fascinating military campaign that 
proved, once and for all, that the armies 
of Rome were no match for the tactical 
skill of an elephant-lover from Carthage. 

But how would you deal with the 
armies of Rome, given the same set of 
resources (and yes, herd of elephants) 
that Hannibal had? Well, now’s your 
chance to find out, because Hannibal 
from Krisalis is a game that plonks you 
straight into the second Carthaginian 
campaign, and asks you to shake the 
mighty Roman Empire by the tunic. Your 
ultimate goal is to take Rome itself, and 
that’s no mean task, considering all 
those skirt-wearing legionnaires who 
stand firmly in your way. 

You begin the game with a map of 
the Mediterranean, three armies, and a 
handful of icons that give you all the 
important information you need — 
strength, food, morale, etc. Although 
touted as a strategy game, Hannibal is 
concerned more with logistics and most 
of your time will be spent shifting your 
armies around, buying supplies, merce¬ 
naries, horses, etc. 

Alternatively, however, you can 
order your armies to lay siege to cities 




violent approach may be initially 
appealing, don’t expect people to wel¬ 
come you with open arms when they 
hear that you burnt the nearby fishing 
village to the ground. 

Your aim is to keep your armies 
growing until you can split them up into 
more armies, which then grow bigger 
themselves, and... well, you get the gen¬ 
eral idea. Obviously, you’ll end up being 
on good terms with some folks, and bad 
terms with others. C’est la guerre, as 
they say. But while you rampage north¬ 
wards, you also have to keep your 
colonies sweet, which may mean 
syphoning off some of those war funds 
to offer town subsidies, build fortifica¬ 
tions for front-line towns or to lower 
taxes to help the poorer people out. 

Ah yes, every Imperial wanna-be 
needs to be a bit of an economist. 
Keeping yourself tightly financed keeps 
your troops fed, particularly over the 
months when you have retired to winter 
camp. There’s nothing more dishearten¬ 
ing than breaking camp in the spring 
and finding that half your men froze or 
starved to death before the first thaw. 

Hannibal lets you take on a variety of 
the duties involved in a major military 
campaign (and this one goes over sever- 
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troop formation — different formations 
work under different conditions. 

Then you start the battle, watching 
the numbers of troops, horses and ele¬ 
phants decrease as the slaughter com¬ 
mences. If at any stage you decide that 
you’re onto a loser, then you can cut 
your losses and run. Sadly, there’s not 
much more to the actual fighting part, 
but that’s not the main point behind the 
game. 1 do feel slightly disappointed, 
but the combat isn’t really to blame. 

My disappointment with Hannibal 
concerns the missed opportunities. The 
actual game is fine, but after you’ve 
duffed up the Romans once, it becomes 
rather dull. A randomiser option would 
have been nice, whereby the computer 
would come up with new scenarios, or a 
good series of historical campaigns 


(Above) Getting the overall picture of whose 
armies are where, and which cities lie 
between them, is shown on these maps. 




would have been a bonus. 

But no, you play Hannibal in the sec¬ 
ond Carthaginian war, or nothing. It’s 
well worth doing, certainly, but some 
cheap add-on disks could be in order 
here. But while we wait, if you fancy a 
strategic challenge with a difference, 
then why not try to emulate the heroic 
deeds of Hannibal? It beats play- 
ing another World War Two game. 


al years) without overwhelming you 
L with unnecessary detail or spurious 
S and irrelevant facts. The combat 
|I|L itself, when two armies finally 
meet, is simply a case 
1 of choosing an 

W\ ■ I, I \ offensive or 
fj BiiAgA A defensive 
it posture and 


THE GOOD,.. 

• Roman Europe during Hannibal’s 
campaigns is a cracking historical 
backdrop for a strategy game. 

• The gameplay isn’t over-complex, 
but it’s hardly a doddle. 

• Not quite as slick as a sandpapered 
eel, but it’s not far off. 


...AND THE BAD 
« )ust the one scenario, without any 
randomiser option — a bit limiting 
once you finish the campaign, 
f The Roman commanders make 


1 





' some real donkey decisions over the 

1 . ; years. 
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"After two minutes, I was hooked..the manic nature of Vital Light makes 
for a very enjoyable game indeed..the gameplay is great. If tricky. And 
hard" Amiga Action 

"Without doubt one of the most addictive games I've played since Tetris 
on the Game Boy. Slick presentation, finely tuned gameplay and an 
unusual twist make this one to watch out for if you like your grey matter 
to be excercised as much as your trigger finger." The One 

"One of the most infuriatingly addictive games to appear on the Amiga" 

CU Amiga 

Cover disks on The One and Amiga Action. 
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ppearances are 
frequently deceptive. 
Take, for example, 
LucasArts’ breath-taking Rebel Assault. 
Visually it was and still is unparalleled, 
but when it comes to good old-fash¬ 
ioned gameplay it was seriously lack¬ 
ing. Far too often over-zealous develop¬ 
ers concentrate on visual perfection 
and forget about the actual ‘guts’ of the 
game. But what of Gremlin’s graphical¬ 
ly excellent mammoth space epic? is 
Retribution just another software 
supermodel blessed with cosmetic 
beauty, or is there a meaty challenge 
lurking beneath the game’s extrava¬ 
gant exterior? 

You’ll have undoubtedly seen count¬ 
less other games which look remarkably 
similar to Retribution. There is, of 
course, Novalogic’s chopper game, 



Comanche; Maximum Overkill, and the 
same company’s new all-action tank 
simulation Armoured Fist (reviewed this 
very issue on page 72), both of which 
use Voxel Spacing 3D to varying 
degrees of success. 

But neither of these games move as 
smoothly or as swiftly as Retribution’s 
Talonis-Tarra fighter craft as it glides 
effortlessly across the mountainous 
lunar terrains. Indeed, the engine which 
drives the treacherous landscape over¬ 
shadows virtually anything you’ve seen 
before, but unfortunately Retribution 
isn’t without its problems. Frequently 
the scenery blurs into a blocky mess of 
over-sized pixels, making it difficult to 
actually work out where you’re going. 
However, before we pick holes in the 
game’s technical faults, here’s why 
you’re skimming across rugged waste¬ 
lands inhabited by a grotesque alien 
race in the first place. 

After countless futile invasions 
against the human race, who’d have 
thought an extraterrestrial race would 
have come to our aid? The future is 
bleak, mankind has been devastated by 
raging wars and food is in frighteningly 
short supply. It seemed like the human 
race was on the brink of extinction. 

Then the Krellans arrived. Bringing 
advanced medicines and technologies, 
the Krellans used their skills to solve 
the food shortage and taught mankind 
to live in union. Things changed for the 
better, but then it all went horribly 
wrong. All the while the Krellans were 
creating life from death, they were 
cloning humans in bio-pods and then 
using them as a source of protein. Put 
simply, the Krellans are using the 



Retribution’s Voxel Space 3D engine is the best you’ve ever seen. Sure, the images still get a 
little blocky when you’re up close to them, but nowhere near as badly as, say, Comanche’s. 


human race as a virtually inexhaustible 
supply of food. 

Before the aliens reduce us mere 
mortals to meat in a bioburger, gar¬ 
nished with lung-butter relish, a lone 
soldier is called upon to battle against 
the Krellans before they initiate their 
final assault on Earth. Beamed aboard 
the space station Aphelion, the sheer 
vastness of the mission ahead soon 
becomes apparent. 

The Krellan’s alien army is spread 
across 11 different worlds, each one 
home to vicious alien soldiers armed 
with mind-blowing weapons (literally!) 
and equipped with some spectacular 
armoured attack vehicles, thus neatly 
providing 11 separate ‘campaigns’ to 
tackle. It’s these Krellan installations 
and processing plants that must be 


destroyed, wiped from existence by a 
few well-aimed blasts from the fighter- 
mounted ion cannon. 

Jumping into the thick of the action 
is probably not the best option to 
choose just yet though. Before you 
clamber into the cockpit and hit the 
hyperspace button, take a few minutes 
to explore the space station. 

Skulking on the bridge is the 
Aphelion General, commander of the 
Federation’s attack on the Krellan 
homeworlds. Talking to him will reveal 
sketchy details about the forthcoming 
mission, highlighting the numerous tar¬ 
gets which must be eliminated during 
each sortie. More info can be gleaned by 
chatting to the female Coordinator who 
waits in an room adjacent, where you’ll 
also find the training simulator. 
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On the Aphelion there are numerous rendered locations to visit, each home to various commanding officers who you can 
chat to about the upcoming missions. Some will also offer you handy survival hints. 






























































































both the fighter and the ground-based 
All Terrain Vehicle. Practice will eventu¬ 
ally make it easier to pilot both vehicles, 
allowing you to familiarise yourself with 
the control system and improve your 
shooting skills with both rockets and 
laser cannons. 

Leaving behind the warm safety of 
the space station to step inside the 
Coursa dropship, various consoles can 
be examined and information regarding 
the next mission acquired, as well as 
loads of technical blueprints on both 
Federation and Krellan ships. For gener¬ 
al tips on engaging the enemy, try talk¬ 
ing to REM’S Michael Sti... urn, the bald- 
headed engineer who pilots the Coursa 
and basically gives rookies a hard time 
whenever they make even the slightest 
mistake. (Don’t worry — he warms to 
you eventually, once you’ve completed 
a few missions.) 

With a whole lot of courage and a 
shoddy attack plan in mind, it’s time to 
kiss goodbye to ol’ Stipey and dust-off 
on the planet’s hilly surface. Armed to 
the teeth with rockets, guided missiles 
and a bundle of other thermonuclear 
weaponry, within seconds the terrifying 
onslaught begins. 

The fighter and the ATV are both 
mouse, joystick or keyboard controlled, 
the first being the default and arguably 
the easiest of the three. Handling like 
an aircraft (i.e. push forward to go 
down, pull back to go up), it takes a 
short while to feel at ease with the con¬ 
trols. The fighter must be handled gen¬ 
tly, otherwise you’ll end up spiralling 
into the ground; nudge the mouse 
rather than shove, and ship will glide 
smoothly along. 

Targetting the enemy at the same 
time as flying is a different matter 
entirely though. Weapons like the laser 
cannon and unguided rockets fire direct¬ 



By clicking on any of the map’s grid squares, 
you can get a close-up view of the terrain 
which is shown in the top-right corner. 



Most of the eleven campaigns, each consist¬ 
ing of four or five missions, centre around 
destroying a major Krellan installation. 



Each campaign is set on a different planet, 
which allows for a great deal of variety in the 
terrain graphics. 


ly ahead and are aimed using the fixed 
cross-hair. Obviously factors like move¬ 
ment of both your vessel and the enemy 
ship must be taken into consideration, 
‘leading’ the target in order to success¬ 
fully strike home. 

Rockets are most effective against 
ground installations and other immobile 
targets, whereas lasers can be used 
against anything from opposing fighters 
to sea-based troop carriers. Homing 
missiles, on the other hand, are only 
good against vehicles. Using the ship’s 
computer to acquire a suitable target, it 
takes a few seconds before a positive 
lock is attained. The missile is then 
launched and, providing no counter¬ 
measures are dropped, will eventually 
strike the target. Smart missiles, which 
can be strapped to both the fighter and 
the tank, are less powerful than rockets, 
as they are fitted with larger tracking 
devices which makes them more accu¬ 
rate than any other weapon. 

Initially the first few missions are 
simple ‘seek and destroy’ affairs. After 
leaving the dropship, consult the map 
which displays all the mission objec¬ 
tives and then open the engine up and 
speed off. Difficulty is kept to a mini¬ 
mum for the first campaign, so don’t 
expect anything more challenging than 
a persistent Krellan who buzzes around, 
occasionally unleashing the odd hail of 
plasma bolts. 

By the time you reach the third mis¬ 
sion, a little more thought is required. 
The Talonis-Tarra fighter is docked back 
aboard the Coursa for repairs, making 
way for the ATV to embark on its first 
mission. Where as the fighter can move 
freely across the landscape, the tank 
obviously has problems negotiating 
steep hills and sheer cliff faces. It does 
have the advantage of being able to 






































All of the enemy vehicles and some of the installations, like this radar dish, are pre-generated 
sprites that are 3D scaled in real-time. The sprites are all based on rendered images, which 
accounts for their unusual ‘squeaky-clean’ look. 



Dave reckons the engineer looks like Homer 
Simpson. Hmm, he’s got a point... 



Take that, alien scumbags! (Or something.) 



From the cockpit you can look out of the side 
and rear windows. 


hide in valleys though, the rocky canyon 
walls protecting the tank from aerial 
attacks. 

The ATV is primarily used for recon¬ 
naissance missions, trundling through 
the war zone in search of stranded sci¬ 
entists and the like; drive in close to the 
lost soul, then guard them while the 
Aphelion beams them aboard. With all 
friendly units rescued, the ATV has ful¬ 
filled its purpose and we return to the 
fighter which has now been equipped 
with the thermonuclear Vulcan device. 

This device, when dropped, slowly 
emits powerful heatwaves which cause 
the surrounding rock to melt, rendering 
the planet useless and incapable of sus¬ 
taining life. Other special weapons 
racked in the fighter’s gun racks are tor¬ 
pedoes chaff. Chaff is, of course, used 
to confuse incoming missiles while the 
torpedo can be dropped over water, 
where they then home in on their target. 

The All-Terrain Vehicle is also 
equipped with a custom weapons, 
namely the intelligent time bomb which 
can be dropped at any point during the 
game. Each of the Krellan home planets, 
of which there are eleven, must be 
destroyed, using the weapons to cripple 
the alien invaders before they can begin 
the assault on Earth. 

After the relative simplicity of the 
first campaign, difficulty soon rockets 


skywards when you’re dropped on the 
second location, an Aqua moon. Like the 
initial confrontation, this second sce¬ 
nario is divided into missions which 
must be completed in turn, returning 
after each one to replenish ammo sup¬ 
plies and repair any damage sustained. 
Even though any blast marks are 
patched up after every sortie, it’s all 
very easy to take one too many hits and 
unfortunately (for you) the fighter isn’t 
fitted with an ejector seat. 

It*s a bit like... 

...Novalogic’s Comanche — and 
Armoured Fist for that matter. Using 
essentially the same Voxel Space 
graphic technique. Retribution features 
diverse terrains but manages to move 
more smoothly than the aforemen¬ 
tioned pair. The only major difference 
between them is that obviously 
Retribution is set in space while the 
other aren’t. 



But wait! Due to the game’s enormity 
there is a save game option, accessed 
via the personal computer located on 
the dropship. Aphelion control can also 
be contacted from this terminal, along 
with various options which alter graphic 
detail levels to make the game run more 
smoothly on slower machines. 

But to be honest, if you’ve got a rea¬ 
sonable PC, say a 486SX 25, you won’t 
have to sacrifice detail for speed. 
Graphically Retribution really is excel¬ 
lent. The intro sequence, a lengthy ren¬ 
dered epic, is again superb, setting the 
scene for the game perfectly. The narra¬ 
tion which overlays the cinematic 
sequence is both clear and well-spoken, 
and manages to create a sense of ten¬ 
sion as the Krellans stick the knife in the 
back of the human race. 

The various cut-scenes are also gor¬ 
geous, showing the fighter as it leaves 
the dropship and so on. While they 
don’t actually play an essential role in 
the game, they help pass away the time 
as the game sluggishly loads up the 
next battle. 

As you’d expect from a CD game, all 
dialogue is digitised speech. Unlike pre¬ 
vious talkie titles, the dialogue actually 
matches the character talking, which 
helps to create a dramatic atmosphere. 
In fact the only fault I found with the 
cut-scene presentation was the charac¬ 
ter portraits, which look as though 



Although your laser cannons are relatively feeble, they have the advantage of being quick to 
use — with missiles you have to wait for the computer to lock-on before you can fire. 




















































e w 





A brief glimpse out of the All-Terrain Vehicle’s left-side window reveals why your shields have 
been mysteriously depleting — there’s a Krellan foot-soldier out there, and he’s got two 
bloody great big guns! 


War in space makes you thirsty — at least, that’s what Captain Kia-Ora used to tell me. Lucky 
I’ve got a few cans of Coke to hand, because it looks like I’m going to need them. 


they’ve been nabbed from Wing 
Commander. Not a problem you might 
say, but the lip-synching is awful. 
Christ, 1 only thought my mother-in- 
law’s lips could move that quickly! 
(Don’t be sexist, Alex! — Dave.) 

But you’ve already looked at all the 
screenshots, you know the game looks 
pretty damn good. What about the 
gameplay, though? Is it simply another 
case of outstanding presentation and 
very little else? Well no, not really. 
While the simply excellent graphics will 
catch your attention, it’s the gameplay 


itself which will keep you lost in space, 
intent on destroying the marauding 
Krellan forces. 

Initially the game seems like little 
more than a three-dimensional shoot- 
’em-up — which I suppose it is, to some 
extent. But there’s much more to 
Retribution than simply zipping around 
in a nifty spaceship, blasting anything 
that screams out in front of you. The 
missions are constructed in such a way 
that you can’t simply attack the nearest 
target and hope to survive the ensuing 
alien onslaught. 


Each campaign is cleverly structured so that 
it builds naturally to an exciting climax in the 
last mission, in which you have to use a 
newly-developed ‘Super Weapon’ against the 
Krellan enemy. 

Instead, a simple battle plan must be 
devised, based on the layout of the map 
and any information gained from talking 
to your colleagues. True, this may only 
be as sophisticated as sticking to the 
canyons and hiding behind any cover 
possible, but all the same, it could save 
your life. 

The game is surprisingly varied, not 
only in the mission objectives and the 
terrain they’re set on, but with the two 
vehicles to pilot. Both handle differently 
and are therefore suited to seperate 
missions. Most of the fighter missions 
are simple seek-and-destroy affairs, 
although they obviously become 
increasing difficult as the game pro¬ 
gresses, with the Krellans appearing in 
greater numbers and in more versatile 
craft, attacking with a ferocity never 
before encountered. 

Then there’s the tank, which is 
equally effective in combat but can also 
be used on recon missions. While this 
variety does make the game generally 
more enjoyable. Retribution still lacks 
the long-term excitement to keep most 
fighter pilots hooked right up until the 
eleventh campaign. 

In fact, the game is far from fault¬ 
less. For instance, the Voxel Space-style 
graphics still aren’t perfect, the blocky 
graphics are often annoying although 
not quite to the same extent of 
Armoured Fist’s Duplo-esque scenery. 
There’s also the lengthy waiting times 
while the game loads up the next mis¬ 
sion, which sometimes take an eternity 
(well, almost). It’s tiny flaws like these 
that make Retribution a good game, 
rather than the excellent one it 
could well have been. 




Trundling through canyons and valleys in the 
All-Terrain Vehicle, battling Krellans tanks, 
isn’t quite as exciting as flying around the 
space fighter, but these missions add variety 
to the game. 















































No, of course it isn’t just the same game slapped onto CD with a lavish five-minute intro sequence. 

Tsch! How could you possibly think such a thing? Just take a look at these, says Dean Evans... 


Dream Web^° 

A s I said last month, Dream Web is 
probably the most atmospheric 
game I’ve played so far this year. Set in 
a dark, neon-lit. Cyberpunk-style future, 
it tells the story of Ryan, a quiet down¬ 
town barman who has been chosen to 
murder seven influential public figures. 

He’s been told to kill these people 
by an immortal monk, because it seems 
that they are threatening the Dream 
Web, a mystical force that regulates 


man’s collective subconscious. There’s 
also something about a serial killer and 
Father Christmas, but I haven’t quite 
worked that bit out yet. 

Anyway, despite the Bladerunner- 
style feel and the unusual top-down 
graphic viewpoint. Dream Web has all 
the trappings and features of a tradition¬ 
al graphic adventure — i.e. you wander 
around numerous locations, collecting 
objects and then using them to solve a 
number of logical puzzles. 

What sets it apart from your usual 


‘Use object A with object B’ game, how¬ 
ever, is its moody, almost oppressive 
feel. This is a world where you could get 
mugged for your trainers, a world domi¬ 
nated by computer networks and smart 
cards, and a world where you can buy a 
.44 Magnum and blow huge, bloody 
holes in people without anybody even 
batting an eyelid. As you can imagine, 
the feel of the game is superb and 
although the puzzles in Dream Web 
don’t exactly fall into the ‘difficult’ cate¬ 
gory (and this is a great shame), the 
game is forced along at a terrific pace, 
propelled by the strong narrative and 
the malevolent scenario. 

Naturally, the CD version of the game 
doesn’t do anything wildly original, it 
just adds a huge amount of digitised 
speech. But what a difference it makes. 
The soundtrack is moody and atmos¬ 
pheric enough, but when you can hear 
all the voices of the characters, from 
young Scouse schoolgirls to smooth- 
talking villains, the game becomes bet¬ 
ter and much more realistic than its flop¬ 
py counterpart. 

And so we come to that paragraph 
that almost sums up any CD Update 
game, so say it along with me if you 
know it... If you’ve already bought 



Dream Web, think long and hard before 
parting with your money just to hear a 
few digitised voices. But if you haven’t 
already discovered Dream Web and 
you’re the proud owner of a new CD- 
ROM drive, then why not give this 
adventure a try. It may not keep you 
hardened adventurers occupied for very 
long, but it’s a good game; atmospheric, 
engaging and very playable. 
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Soccer 

T he PC is not famous for its great 
back catalogue of platform titles, so 
Soccer Kid is one of the most refreshing 
leap-and-jump games to come along in 
quite some time. Plot-wise, it’s 1994 
and the World Cup trophy has been 
stolen and smashed by a passing alien. 
The five fragments have fallen onto dif¬ 
ferent parts of the Earth and it’s up to 
the game’s young hero. Soccer Kid, to 
jet around world and retrieve the bits. 

It’s no small task either. There are 
five platform-filled countries to be nego¬ 
tiated — England, Italy, Russia, Japan 
and America, to be precise — each of 
which consist of three individual sub- 
levels plus a bonus game. To finish a 
level. Soccer Kid must collect the flash¬ 
ing football cards and deal with the 
wandering baddies — bricklayers, opera 
singers, singing ice-cream salesmen, etc 
— by hoofing his football at them. 

Although traditional and very formu¬ 
laic as far as platform games go, it’s 
great fun to play. The soundtrack is suit¬ 
ably catchy, and Soccer Kid’s ability to 
perform a variety of different kicks and 
moves adds an interesting twist. But, 



and you probably knew there was going 
to be a ‘but’ in here somewhere, this 
new CD version doesn’t really add any¬ 
thing new to the game. 

Well, that’s not strictly true, it does 
add a two-minute, cartoon-style intro 
sequence and numerous in-between 
level cutscenes, but when you get right 
down to the nitty-gritty business of 
gameplay enhancements. Soccer Kid 
scores a big, fat zero. I’m sorry to say 


that Soccer Kid CD is just the same old 
game, slapped onto CD with a lavish 
intro sequence. So, the rules that I 
applied to Dream Web definitely apply 
here. Buy it if you haven’t got it (it’s a 
lot of fun), but steer well clear if you’ve 
already got the floppy version sitting on 
a shelf above your PC. Of course, if you 
hate platform games, don’t buy either 
version. The choice, as they say oh so 
eloquently on Blind Date, is yours. 
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It’s almost Christmas, and if you’re looking for a 
cheap stocking-filler that’s slightly more fun 
than a bag of nuts and a tangerine, then why not 
rummage around in the bargain-bin and try some 
of these cut-price gems.. 


Space Quest IV 

I’ve never been a regular player of 
the Space Quest series (now in its 
sixth episode), but I must admit 
that I’ve been pleasantly 
surprised at just how 
enjoyable and downright 
sarcastic this oldie adventure is. 


the 


If you’re not familiar 
with the Space Quest 
saga, the games chronicle 
exploits of Roger Wilco, an 
intergalactic janitor. In this, his 
fourth adventure, the plot 
revolves around a suitably 
mad supercomputer that 
has decided to meddle 
with the space/time con¬ 
tinuum and the very fab¬ 
ric of the universe. 

It has also merciless¬ 
ly wiped out the peace- 
loving and machine- 
trusting inhabitants of 
the planet Xenon, which, 
by an amazing coinci¬ 
dence, is the very planet 
our heroic toilet-cleaner 
was born on. 

Like the other Space 
Quest adventures. Space 
Quest IV is a whistle- 


stop tour of weird locales and time 
zones, as well as being a vehicle for a 
variety of quips, gags and science fic¬ 
tion references. The game also contains 
a bizarre set of amusing, stereotypical 
characters, including a burger bar owner 
who looks like a bull and Roger’s venge¬ 
ful, scantily-clad ex-girlfriend. 

For an old game, the graphics in 
Space Quest IV are still very impressive, 
and the comic-style locations, in con¬ 
junction with the subtle music and 
sound effects, give the game the look 
and feel of a 1930’s pulp sci-fi story. 

The point ‘n’ click control interface is 
simple and if you’ve played any other 
adventure game within the past year, it 
takes very little time to get used to. The 
Walk, Get and Examine options are all 
accessed via an icon-driven menu bar at 
the top of the screen, and this only 
appears when you move the mouse 
pointer towards it. What this means is 
that you get an uncluttered view of the 
graphics and the pretty animated 
sequences of Roger walking, climbing, 
falling, and, of course, dying. 

Despite its age. Space Quest IV is 
still a fun game to play and while the 
humour may not send you into uncon¬ 
trollable hysterics, it will almost certain¬ 
ly bring a smile to your face. 

If I have one quibble it’s that the 
game is a little unforgiving. Make a 
wrong move or fail to act fast enough 


and you can end up dying far too often. 
If you accidentally walk into a cyborg 
taking a stroll, you can’t apologise, offer 
it a cigarette and escape in the confu¬ 
sion. He just shoots you, and you die. 

But, this aside, if you’ve played 
around with Simon the Sorcerer and 
spat your way through Monkey Island 2, 
then why not try your adventuring hand 
at Space Quest IV. It looks nice, it plays 
well and, by god, it will even make you 
laugh. And all this for less than 17 quid 
too. What more could you ask for? 




D/Generation 

D/Generation is a strange game, a mix 
of puzzle, platform, and shoot-’em-up 
elements that, when bound together, 
form something very closely resem¬ 
bling an arcade adventure. You are a 
courier delivering an important and 
essential package to a top scientist at 
the Genoq Corporation. But, ominously, 
a crisis has developed up in Genoq’s 
high-rise office building and an army of 
artificial bioengineered enzymes, 
called Neogens, has escaped. 

And what’s this D/Generation busi¬ 
ness? Well, the D/Generation is the 
fourth evolution of these bizarre Neogen 
creatures and so there’s also an A/gen¬ 
eration, a B/Generation and so on. 
Sadly, they all look the same, but the 
situations and puzzles that they appear 
in during the game, more than make up 
for the lack of graphical variety. 

You see, there’s lots of these pecu¬ 
liar blob-like creatures wandering about 
the building and it’s up to you to move 
from room to room, outwitting traps and 
shooting the enzymes, while you search 
the ten floors for the Head Scientist 
who’s caused all the mess. Each room 

v___ 


must be individually secured and vari¬ 
ous objects need to be collected before 
you can move on to the next and then 
on to the other levels of the building. 

Despite its age and the basic graph¬ 
ics, D/Generation is still a challenging 
game, due to the immediate problems 
pose by the blobs and the varied and 
ever more complicated set up of each 
room — switches, buttons, doors that 
won’t open until you pull a lever, etc. 

Besides the puzzles, there are also 
some stranded office personnel to res¬ 
cue and talking to them can reveal vari¬ 
ous clues about how to get to the Head 
Scientist, who is hiding ten floors above 
the one you begin on. There are also 
computer terminals scat¬ 
tered about the rooms 
that can be accessed for 
more vital information, 
helping you to piece 
together the story and to 
work out exactly what’s 
going on. 

If you’ve been playing 
games for a while, play¬ 
ing D/Generation might 
remind you of the old 
Spectrum classics Head 


Over Heels and Atic Atac. Each room is a 
separate puzzle and while D/Generation 
has a little more colour than Head Over 
Heels, it’s slightly simpler, and requires 
quick reflexes rather than observation, 
pixel-perfect platform skills and a bit of 
brain-power. 

But, if I can be brutally honest, 
D/Generation gets a little dull after a 
while. The backgrounds don’t change 
and the puzzles, although varied, rarely 
surpass the ‘kill blob, push lever, open 
door, dodge gun’ variety. There’s also 
very little atmosphere in the game, and 
even though it’s selling for less than a 
tenner and runs under Windows, if 
you’re looking to recapture the days of 


Knightlore and Alien-8, then take a look 
at the new breed of CD games like Little 
Big Adventure and Ecstatica. Of course, 
if you’ve still got a old machine, then 
D/Generation offers puzzles and combat 
without the flashy graphics and FM 
stereo sound. It’s aged quite badly but, 
hey, it’s cheap. 
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F-117A 

One of the nice things about the new 
MicroProse PowerPlus budget range, is 
that if you’re a relative newcomer to PC 
gaming, you can now get to try all the 
classic flight sims that shaped modern 
aerial gaming. And so, after the furious 
excitement of F-15 Strike Eagle III and 
Gunship 2000 (still the best chopper 
sim around for my money), the next gem 
in the MicroProse back catalogue is the 
slightly more sedate Stealth Fighter 
simulator, F-117A Nighthawk. 

Although, as you can see, the 3D 
doesn’t boast Gouraud-shading or tex¬ 
ture-mapping, the 3D engine is very 
smooth and the feeling of speed that’s 
created as you zip over buildings, 
bridges and ships is very realistic. But 
this doesn’t compensate for the fact that 
F-117A has dated rather badly, despite 


the fact that the lack of graphic frills 
means that none of the gameplay and 
smoothness is lost. 

Controlling the F-117A is remarkably 
easy and rarely do you have to wrestle 
with the aircraft to keep it in the air. It’s 
a very nimble plane, which can loop, 
dogfight with interceptors and execute 
an inverted dive at less than four thou¬ 
sand feet, fully loaded and with room to 
spare. Impressive stuff, indeed. 

It’s important that this dogfighting 
element is fairly exciting, because the 
very nature of the Stealth Fighter means 
that, ideally, you get in, drop your 
bombs and get out as quickly as possi¬ 
ble without being seen. In F-117A, it’s 
best to stay undetected for as long as 
possible and, like captaining a subma¬ 
rine, it doesn’t really translate 
into exciting, action-packed 
gameplay. 


But if it’s action you want, the F-iiyA 
handles very well in dogfights. It’s quite 
a fun plane to fly because not only can 
/ou carry a truck load of ordnance but 
the cannons are incredibly deadly. You 
can finish off fighters with one burst of 
20mm shells and, in a similar way to F- 
15 and Tornado, your complement of air- 
to-air missiles are very accurate. 

There are a host of missions to be 
accomplished from search and destroy 
sorties to aerial reconnaissance. Most of 
these take place at night, and they are 
really quite atmospheric, with tiny pin 
pricks of lights indicating runways or 
tips of buildings. The time acceleration 
facility comes in very useful too, as does 
the auto pilot, because whatever mis¬ 
sion you end up flying, there’s still a lot 
of tedious waypoint flying to complete. 

Like any MicroProse flight sim, there 
are a wealth of comprehensive pre-flight 
options too, which allow you to deter¬ 
mine what level of difficulty you want 
and what type of mission you want to 
fly. There are missions which are based 
on historical events and the briefings 
include remarkably detailed including 
maps, and details of possible routes, 
tactics and loadouts. 

After each mission the debriefing 
session details each incident including 
the time and location of engagements, 
any hits and perhaps details of your 
own watery, earthy or explosive demise. 

Unfortunately, the intelligence of the 
enemy planes isn’t the smartest I’ve 


Shuttle 
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Shuttle is a simulator in the literal 
sense of the word — it’s thoroughly 
detailed and totally confusing if you 
don’t take time to sit down with a cup 
of tea and slowly wade through the 
instructions. Imagine the control panel 
of the most complex flight sim you’ve 
ever played, now multiply that by ten 
and that’s roughly how many little 
buttons, dials and switches you’ve got 
on the Shuttle control panel. They even 
include a poster of it! 

Obviously, the game is based on the 
NASA shuttle missions, and the detail is 
painfully accurate. The manuals are 
crammed with technical and historical 
information about the space shuttle and 
its missions, and you’re advised to 
study them carefully before even 
attempting to get the blasted thing off 
of the ground. 

When, and indeed if, you eventually 
do get the shuttle into the air (and only 
after following dozens of procedures, 
switching switches and carrying out 
checks), the flight experience is no less 
daunting. No, in fact, boring would be a 
much better word to describe it. 


The spacecraft itself, handles like a 
breeze-block wedged in a vat of jelly 
and, as for the space missions, which 
range from launching the Hubble space 
telescope to deploying space station 
crew compartments in orbit, they’re not 
exactly fun. Like the Microsoft Space 
Simulator (reviewed in Issue 5), Shuttle 
may well be accurate but it’s deathly 
dull and an absolute pig to fly. 

Things are not helped by the 
extremely basic graphics either. The 
Shuttle is a couple of cylinders attached 


to a lozenge while the Earth, something 
that should look stunningly spectacular 
from orbit, is merely a slowly spinning 
blue ball with some green blotches on 
it. To be fair, the control panels are nice¬ 
ly drawn but lots of grey buttons, grey 
switches and the odd red or green LED 
light isn’t my idea of an exciting display. 

As for the sound? Oh dear. A hiss for 
taking off, a slightly different tone of 
hiss for cruising in space, yet another 
hiss for landing and there’s also the odd 
clunk and bump when the mechanical 
arm dumps million dollar chunks of 
equipment into space. 

To be honest, this isn’t really a game 
at all, it’s for space anoraks who are 
NASA or shuttle fanatics — but even a 
mere enthusiast would soon tire of it. 
And who knows how realistic it is? But 




seen, but then nor is the program itself. 
You can shoot down a few of your own 
planes, punch a few holes in the carrier 
you took off from and still get a medal. 

But, despite the blocky graphics and 
the dated feel, F-117A is still an enjoy¬ 
able and challenging game to play. 
Okay, it’s not in the same league as 
something like TFX and it doesn’t have 
multi-player modem and network 
options. But it’s a good, solid game that 
will keep you more than occupied. I’d 
still plump for F-15 III personally, but F- 
117A is still a lot of fun nonetheless. 



with Shuttle, who cares? Games are meant 
for enjoyment and escapism. If they are 
dull and uneventfully realistic, like this 
one, then it fails on both counts and 
becomes something other than a game. It 
becomes an experience. 

So, if you want to enjoy the tedium of 
real spaceflight, buy Shuttle or the prettier 
Microsoft Space Simulator. But if you want 
to enjoy yourself and escape for a while, 
buy X-Wing, TIE Fighter, Inferno or one of 
the Wing Commander games. You’ll have a 
lot more fun, believe me. 


Hit Squad/Vektor Grafix 


(061) 832 6633 


£ 16.99 Out No w 

MINIMUM SPEC 


i6Mhz 286, VGA, iMb RAM, 4Mb of 
hard disk space and mouse. 


ALSO SUPPORTS 


Ad Lib and Roland soundcards. 
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One Must Fall 

Epic Megagames 

The word “Shareware” used to conjure up images of 
blocky, EGA platform games and stick-man RPGs. But 
with games like Doom and Wacky Wheels, this “oh, 
it’s been knocked up by some bloke in his garage” 
view is really no longer applicable. Today’s Shareware 
games now feature 256-colour graphics, four-channel 
sound effects, digitised speech and CD-quality sound¬ 
tracks. Of course, there’s still the odd home-grown 
EGA masterpiece floating about, but generally the 
major Shareware developers are putting out some 
very impressive stuff indeed. 

Epic Megagames is one such company, and after 
the success of the platform romp jazz Jackrabbit, its 
next release is a futuristic beat-’em-up, entitled One 
Must Fall. Like Rise Of The Robots, OMF pits two huge, 
robotic fighting machines against each other, but it 
throws in an extra twist by setting the bouts in an elec¬ 


trified arena — in the registered version there are five 
different arenas to fight in. 

Deep down, it’s your typical jump-’n’-thump affair, 
but for a Shareware game OMF is very impressive. The 
gameplay can hardly be classed as original, but the 
robots are nicely animated (if a little slow-moving on 
some low-end 486 machines) while the gameplay is 
fast and furious. 

Naturally, you’ve got your special moves, combina¬ 
tion punches, energy bars and a variety of evil-looking 
metal giants to battle against, and if you can’t hang on 
for Super StreetFighter tl. Mortal Kombat II or even the 
long-awaited Rise Of The Robots, then OMF is a very 
playable, quality game. 

If you’re a beat’-em-up fan, give it a try — it pulls 
down the pants of StreetFighter and bloodies the nose 
of Mortal Kombat. Great stuff. 

• Contact: Epic Megagames UK ( 0767 ) 260903 . 


Once again Dean Evans casts his eye over this months tiny crop of Shareware titles, games 
that will cost you slightly less than a three-pack of boxer shorts and a packet of Rolos... 



Wacky Wheels 

Apogee Software 

Ever played Super Mario Kart on the Super NES? Well 
if you have then you’ll have a very good idea of what 
to expect from Apogee Software’s new racing game. 
Wacky Wheels. If you haven’t, and if you missed out 
on the Wacky Wheels coverdisk in Issue 5 (shame on 
you), then you probably won’t know that the game is a 
multi-player go-karting spectacular featuring eight 
lovable animals, fireballs, bombs and a few robot 
ducks into the bargain. As Dave said two months ago, 
it’s the most fun you can have with your trousers on. 
But he leads a simple life, does our Dave. 

But whether you’ve got your trousers on or not. 
Wacky Wheels is much more than just a straightfor¬ 
ward racing game and, although it can never hope to 
rank up there with the Gouraud-shaded excellence of 
IndyCar Racing, manoeuvring a shark around a race¬ 


track firing hedgehogs at a pelican is actually a hell of 
a lot of fun. Anything goes in Wacky Wheels, and the 
aim is to win the races however you can. 

Scattered around the race courses are a variety of 
useful power-ups. There are hedgehogs that you can 
pick up and fire at other drivers, bombs, speed-up 
chevrons, and hazards like pools of water and oil that 
must be carefully avoided. But better still. Wacky 
Wheels has a great two-player split-screen mode and 
you can also play head-to-head against a friend over a 
serial link or a modem. 

Wacky Wheels is a racing game that has its tongue 
firmly wedged in its cheek. The graphics aren’t exactly 
jaw dropping, but Wacky Wheels more than makes up 
for it with a wealth of gameplay and addictiveness. We 
recommend this game highly. 

• Contact: Transend Services Ltd ( 0274 ) 622228 . 


Overall 8 G % 


Where can I get this lovely Shareware? 


If you're on the look-out for Shareware, 

here’s a list of just some of the friendly and helpful 
Shareware libraries that you might like to try. Why not ask 
them to send you a catalogue of their games, or alterna¬ 
tively check this very magazine for adverts. 

Transend Services Ltd 
(0274) 622228 
Testware UK Ltd 
(0423) 886415 
PD Soft 

(0702) 4669 

Shareware libraries often charge different prices for 
the same games so try to shop around to find the best deal. 


You’ll usually find that you’ll pay by the disk, not by 
the game. This means that if one disk costs £2 then a game 
like Raptor (which comes on three disks) will set you back 
£6. Postage & Packing is normally included and, if it isn’t, 
go somewhere where it is. 

If you’ve got a modem, why not try giving the follow¬ 
ing BBS systems a call. Initial on-line time is free but for 
more access most systems will charge you an annual sub¬ 
scription fee. 

After Hours BBS (0785) 228214 
On-Line BBS (0839) 661199/88/77 

These games are also available on CompuServe 
and the Internet. 


Going on-line with CompuServe 


If you have a PC and suitable communications software, 
you can log onto CompuServe immediately. 
CompuServe’s London dial-up node accepts all modem 
speeds up to 14,400bps and can be reached by dialing 
(071) 490 8881. Simply dial this number and type in the 
following responses to the system requests: 

HOST NAME: CIS 

USER ID: 177000.5606 

PASSWORD: EXPLORE/WORLD 

AGREEMENT NUMBER: UKPCGAME 
SERIAL NUMBER: 93006 

If you have any problems, simply call CompuServe’s 
Freephone helpline on (0800) 289458. 
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This month’s tip-fest includes the conclusion of our guide to Desert 
Strike, the first chunk of our solution to Origin’s System Shock and a brill 
*‘How To Be A Git” handbook for Transport Tycoon. But we kick off with... 


You’ve been slapped in jail, 


you’ve got no weapons, and 


some bloke called Sendell 


keeps telling you that you’re 


the chosen one. What else can 


you do but solve Little 


_ Big Adventure...? 


y 



Jailbreak! 

As the game begins you’ll be languishing in Dr 
Funfrock’s maximum security prison on Citadel Island. 
Thankfully, escaping is the easy part, and the jailbreak 
is a gentle introduction to all the moves that you’re 
going to need to masterin order to succeed later on in 
the game. 

In your cell, press F3 to enter Aggressive mode and 
wait for the guard to descend on the lift. Dispatch him 
with a couple of punches and then stand on the 
lift, waiting as it rises and carries you out. Don’t 
worry if you miss the coin that the guard gives 
up when you kill him — there will be plenty 
more to collect later in the game. ^ 

As the lift comes to rest, attack the guard 
standing nearest to the alarm button. You’ve 
only got a few moments to overcome him 
before he sounds the alert and the Supergros 
appear with their homing stun-bombs. If all 4 
goes well, attack the remaining nurse and 
grab the key that he drops when he vanishes. 

Slip back into Normal mode and head down 
the steps for the door. 

Once through the door, choose Discreet 
mode and creep around the corner, avoiding 
the guard that’s patrolling the courtyard. Enter the 
room on the right and walk behind the dressing screen 


Little Big _ 

Adventure 



to take the guard’s clothes. Now search every locker for 
health and Kashes until you find your ID card and your 
Holomap. 

Now, safely disguised, walk into the courtyard and 
beat up the guard. Next head north again, into the sec¬ 
ond room, and kill the nurse standing there. Again 
search everything to find Kashes and health to replenish 
your energy bar. 

Finally, walk out of the room, up the staircase and 
into the prison control room. Quickly walk behind the 
guard standing next to the alarm button and kill him. 
Dispatch the nurse to get the door key and then finally 
exit to the outside world. 

Absolute Rubbish 

To escape from the prison grounds you’ve got to use 
the old “Flide in the back of the garbage truck” ploy. 
Sneak past the sentry post using Discreet mode and 
then, still in Discreet mode, stand on the rubbish pile 
and press Space. 

After the truck has dumped you at the Citadel Island 
tip, enter the nearby building and talk to the 
Rabbibunny. Search the chest to get some Kashes and 
then head south into the main part of the town. 

After you’ve had a preliminary look around Citadel 
Island (carefully avoiding any military entanglements, I 
might add), head south and south again until you find 
your house. Your girlfriend, Zoe, will be standing out¬ 
side and, after a tearful reunion and a hug, you’ll 
both disappear inside. He-llo... 

Unfortunately, Dr Funfrock has been tracking 
you and before you can do anything else, two 


Groboclones appear, arrest Zoe and knock you out with 
one of those damned annoying homing bombs. There’s 
nothing you can do about it. I’m afraid, and when you 
awake you’ll find yourself back in jail. 

Back On The Chain Gang 

Escape from your prison cell in exactly the same way 
as before but, when you get into the locker room, search 
the locker where you first found the Holomap to retrieve 
all your earlier possessions. Once you’ve made it out 
again and jumped out of the garbage truck, head south 
and stand on the hill above the town. 

Nearby you will see a grating that leads down to the 
sewers. Stand on it (in Normal mode) and press Space 
to descend into the darkness. In the sewer, pick up the 
empty clover leaf box — this will allow you to gain an 
extra life — and collect all the mushrooms to replenish 
your health. 

Pop back up to ground level and have a wander 
around the city. Remember to be careful to avoid the 
sentries, because they’ll be immediately suspicious of 
you as you’re wearing a nurse’s uniform. Generally 
speaking, try to search everything that you see, notably 
flower pots, litter bins, cupboards, chests and lockers, 
to find health power-ups and Kashes — you’ll need lots 
of money later on in the game. 

If you’ve read the earlier posters, you’ll know that Dr 
Funfrock is testing a new surveillance device and this, 
you’ll soon discover, is the yellow/green lawnmower- 
type robot (pictured left) that seems to have a set of 
green binoculars on it. When you encounter this annoy¬ 
ing device, stand perfectly still because the robot is only 
programmed to fire at people if they are moving. 

It’s Good To Talk 

Talking to the townsfolk, and indeed anybody that 
you come across, is vital if you want to progress in LBA. 
After Zoe has been captured, your opening gambit will 
be something like “I’m looking for a young girl. She is 
being escorted by two Groboclones.” Talk to every¬ 
one that you see (apart from Funfrock’s soldiers, 
of course) and they will point you in the direc¬ 
tion of the tavern. 

The tavern is located on the screen 
patrolled by the surveillance robot. It’s over 
on the right-hand side (top-right picture). 


















next to the ocean and, once you’ve found it, nip inside 
to talk to the landlord. Almost everybody will be totally 
unhelpful but, when you ask the Grobo sitting at the 
table upstairs, he offers to tell you if you buy him a 
drink. You should have picked up more than enough 
money by now, so talk to the athletic Rabbibunny to 
order the elephant a tongue-loosening shandy. 

The Grobo tells you that he saw Zoe being taken to 
the port, so leave the tavern and head south again 
towards your house. Okay, so this is nowhere near the 
port, I know, but you’re starting to look a bit conspicu¬ 
ous in your nurse’s outfit and it’s time to pick up the 
weapon that you left in your house. 


Evicted! 



When you return to your house, you’ll discover that 
the entrance has been bricked up, so wander around to 
see the Rabbibunny who owns the house next to yours. 
Apparently he’s an architect and he tells you that his 
son recently fixed your chimney, but unfortunately he 
didn’t have time to seal it. 

Using Athletic mode, jump up onto the grass behind 
your house and make your way upwards towards the 
chimney entrance. Drop down into your fireplace and 
search everything that you see for Kashes and those lit¬ 
tle read health hearts, in the room with the sketching 
easel, open the cupboard to get your magic tunic and 
your ball of power. Once you’ve got these, search every¬ 
thing again, to find blue magic bottles which will power- 
up your magical energy bar. 

After you’ve searched the house (don’t worry about 
the secret passage if you find it), leave 
via the fireplace and carefully make 
your way down to ground level again. In 
your absence, Dr Funfrock will have 
posted two guards; a rather nasty 
Rabbit robot (see top picture) and a 
Grobo at the front of the house. Kill 
the robot with a couple of shots 
from your magic ball and then 
dash off north towards the port. 

Ship A-hoy! 

The port is located on the same 
screen that you find the sewer grat¬ 
ing on, but before you knock out the 
guard and leave, there’s one 
more item that you need to 
get. You’ll probably have 
noticed that most of the 
buildings are shut, but 
there is a handy phar¬ 
macy on Citadel 
Island and the door 
is always open. 
Sadly, how¬ 



Ba\l-Blazing 

The best way to use the magic ball of power in 
the early stages of the game is to stand slightly off¬ 
screen and throw it at the very edge of your range. 
Obviously, this tactic is only really effective when 
your magical energy bar is at full strength, so if it 
drops too low, nip onto another screen and search 
for magical power-ups. 

Although your fists are still useful for battling 
unarmed nurses and scientists, you’ll find that you 
have to use the ball effectively to deal with the 
Grobos and the Guards. 


Who Wants To Be 
A Millionaire? 

One of the neatest things about LBA is how 
each room resets when you leave it. For example, if 
you search your house and grab all the hearts, 
Kashes and magic bottles, you can leave (wait for 
the screen fade, etc), then enter the house once 
more, and collect them all again. This tactic 
becomes useful when your health or magical ener¬ 
gy has fallen to a low level and, of course, if you’re 
in desperate need of some extra money. 


ever, the local chemist is a dirty, low-down, informing 
rat and, as soon as he sees you, he’ll raise the alarm. 
Before the Clone arrives, run round past the cash till and 
kill him with either your fists or the ball, and then dash 
back out of the building to avoid the clone. Once out¬ 
side, nip back into the shop again and the Clone will be 
gone, so grab the bottle of Syrup, rifle through the till 
and then head towards the port. 


To get to the port you’re going to have to knock out 
the guard and, once you’ve done this, knock out the 
Grobo that guards the gate to the port. Pick up the key 
that he drops. You are forced into this course of action, 
because if you try to buy a ticket legally at the Ferry tick¬ 
et office, the salesman will recognise you immediately 
and raise the alarm. 

Once through the gate, talk to the depressed ele¬ 
phant on the dock, move his crates around for him (it’s a 
simple sliding block puzzle) and grab the ferry ticket 
that he gives you as a reward. Now wander towards the 
captain in his natty little sailor suit, and board the ferry 
for Principal Island. 

And after this gentle start, we’ll come fully up to 
speed in LBA next month, tackling Principal Island, The 
White Leaf Desert and the hidden temple. Don’t 
you go away now. 
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IS here, with ?art One 


of the definitivia guide to 


Origin’s space-age RPG. 


Fighting insane computers can be hard work, and 
System Shock is no different. You have to figure out 
exactly what’s going on, form a strategy to defeat 
Shodan, and survive to carry it out. The first level is a 
gentle run through of all the things you can expect later 
on in the game, as well as containing plenty of clues as 
to where to go next and what to do. 

First of all, it’s important to get the game’s interface 
sussed, which is no mean feat in itself. Try holding the 
mouse in your right hand, using it for clicking icons and 
manipulating objects. Use your left hand to move 
around, with your fingers on the cursor keys and your 
little finger on the CTRL key, so that you can look up 
and down or lean left or right easily. After a while, 
you’ll be moving and fighting at the same time, saving 
vital seconds when you get ambushed. 

General rules for all Shockers are as follows: 

(i) Pick up only what is useful. Ignore beakers, fire 
extinguishers and ‘Craze’ drug packs, but take 
weapons (one of each only), ammo, grenades, other 
drug packs, access cards, and any funky bits of technol¬ 
ogy. If in doubt, pick it up and then throw it away. 


To Main Elevator 


Main Elevator 


System Shock 


(2) Some of the best items are concealed on 
corpses, either human or cyborg. Search them and any 
containers (briefcases, flasks, etc) thoroughly. 

(3) Always solve a circuit problem when you find it. 
All sorts of good things happen when you do. 

(4) Don’t be afraid of Cyberspace, jack in to this dig¬ 
ital world as often as possible — each terminal offers 
an opportunity to get data, open locked doors, or at 
least upgrade your cyber-software. A failed trip to 
Cyberspace is unlikely to kill you, so give it a go. Get 
familiar with the new movement directions and the 
wire-frame landscape on the first level, where things 
are particularly easy. 

(5) Tranquillisers and stunguns are for wimps, so 
use a real weapon. You can bet the enemy will — the 
locations of all the weapons are marked on the handy 
System Shock map below. 

(6) Wipe out security cameras and Shodan’s power 
couplings when you find them. 


tion of the dart gun), clear out the immediate area 
(solving the simple circuit puzzle for more light), and 
then head north towards the Med-Lab Cyberspace ter¬ 
minal, where you can get plenty of basic cyber-software 
and open various security doors. Afterwards you’ll have 
access to the Magpulse (see the map), so don’t forget 
to pick that up. It’s a fine piece of kit that you’ll need on 
the later levels. 

Next, go east to the central area, clearing out the 
main corridor and Beta block (on the eastern side). 
Watch for the Hopper as you go. Inside the central 
viewing area itself you’ll find screens where you can 
view a couple of important locations. 

Again, clearing out rooms as you go, move on south 
towards the location where the crew made their last 


Level One 

Okay, it’s time to get serious. When you start off, 
you’ll be in the Med-Bay area with three Serv-Bots. 
Crush them with the lead pipe that you find, and then 
use the surgery machine and the energy column to get 
replenish your health and energy. 

Outside the Med-Bay (the door combination is 451) 
you’ll start the game for real, with the first mutants. 
Plug them full of darts (see the map for the loca¬ 
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now. Unless you’re desperately low on health, leave 
the service tunnels alone for the moment. 

To the north of the crew’s last stand is a Cyborg 
Assassin and some mutants. Watch your step here, 
since the assassin is cunningly placed to catch a non¬ 
chalant adventurer off guard. Your reward is a Sparq 
gun, which is an effective weapon on this level since 
there are several energy columns to recharge it at. 

As far as health goes, be careful. Try not to use 
medi kits or patches if possible, because you’ll need 
them on later levels, but you shouldn’t compromise 
and let yourself get too low on health. You haven’t acti¬ 
vated the regeneration unit yet, so if your health drops 
to zero, then you’re a gonner. 

Now’s a good time to make your way back to the 
Med-Bay to use the surgery machine, although I sug¬ 
gest using the short-cut through the service tunnels. If 
you solved that first circuit diagram back at the begin¬ 
ning then there’ll be a lift active between the service 
area and the area by the med bay. Watch out for the 
Repair-Bot, though. 

After charging up, you can return to the crew’s last 
stand, clearing up the service tunnels on the way. 
Moving north, you’ll find another circuit diagram which, 
when solved, activates force bridge A. Try not to fall 
into the chasm, since it’s radioactive down there — not 
fatal radiation, but dangerous enough to sap your 
health all the same. 

From there it’s only a small jaunt to force bridge B 
and another assassin. The switch to activate the force 
bridge is up the ramp ahead of you when you first enter 
the area. Now you’re well and truly inside Shodan’s ter¬ 
ritory. Expect a few mutants and plenty of cyborgs from 
now on. 

Follow the passage on the other side of the force 
bridge, checking each corner for the enemy as you go. 
The whole northern section of the level, including the 
sleep areas and especially the power centre, need to be 
carefully and thoroughly searched. 

When you knock out the main power blocks you’ll 
get an irate message from Shodan, and a large mob of 
thuggish drones will descend on you. Hold your 
ground, wipe them out and move on. 

Your main objective now is to activate the regenera¬ 
tion unit — just in case you bite the big one in the clos¬ 
ing stages of the level — and to make your way to the 
main elevator. You’ve nearly finished the level now, but 
you can do better yet. Instead of leaving, go through 
the bulkhead doors by the main elevator. This leads 



back to the corridor outside the Med-Lab Cyberspace 
area. From here, it’s only a short walk round the corner 
back to the location where you started, and a free heal¬ 
ing with the surgery machine. You can power up at the 
energy column, too. 

When you’re all powered up, now’s the time to do 
the tour of the level again. If you’ve knocked out 
Shodan’s security to o%, then you’ll find that previous¬ 
ly locked doors can now be opened. And the only oppo¬ 
sition you’ll encounter is from mutants, who repopulate 
the main sections when you discover the main elevator. 
This mopping up phase allows you to check any nooks 
and crannies you missed the first time round (check 
your map for holes). You should come away with the 
Magnum, a very fine weapon for those tough enough to 
survive shoot-outs (see the map). 

And there you have it, round one to the person with 
the cyber-implant. The level’s over. It’s time to face the 
elevator music and move on to Level 2. Stay g 
tuned, we’ll continue the guide next month. " 



You’ll come across plenty of nasties out there on the first level of 
System Shock. Since some of them are nastier nasties than others, 
we thought we’d give you the full low-down on how to get the better 
of them all in combat. The first of these are... 


Short and not particularly aggressive, you’ll find a few Serv-Bots in 
the Med-Bay at the start of the level. To attack them, I suggest look¬ 
ing down a bit to keep them in sight as they close, and then smacking 
them with the lead pipe. It feels a bit like beating up R2D2, but they 
quickly crumple under your blows, wimper, and short circuit as they 
hit the ground. 
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Found in abundance all over the level, these guys are best 
despatched with a couple of shots to the head from your dart gun. If 
you stay out of the range of their claws they can’t hurt you. You’re 
faster and more manoeuvrable, which should keep you out of trouble 
even against a mass attack. 


You’ll meet your first drones as you approach the central area. 

They’re slow, but are the first opponents which shoot bullets at you. 

In the early stages use four shots from the dart gun to down them, but 
when you have the Sparq, switch to that. On full power, it’ll fry a 
drone first time. 
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Skulking around various parts of the complex are several assassins. 
Think of them as faster, meaner drones. Given half a chance they’ll 
get a few hits on you before you can even react, so be ready with the 
Sparq at maximum power. Without the Sparq, use hit and run tactics 
with the dartgun. The best weapon’s the pistol with teflon ammo, but 
you won’t find that until near the end of the level. Bear it in mind for 
later levels, though. 



This is one pesky devil. An armoured little scorpion droid with a pow¬ 
erful sting, it’s quick and deadly. There’s only one here, hiding in the 
service tunnel area. When you find it, look at your feet (it’s too small 
to see any other way) and Sparq it. The dartgun’s as good as useless, 
so without the Sparq, run away and grenade it from a distance. 


A sign of things to come, the warrior is deep in the northern half of 
the level, the part controlled by Shodan’s units. He’s on a platform, 
but may not see you when you first see him. My advice is, frag him if 
you’re good with grenades or Magpulse him. If you’re really handy 
with the Sparq and have a bit of health left at this stage, then you 
might try slugging it out with him. 
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When the going gets tough, the 
tough read Power Upl And the 
going doesn’t get much tougher 
than in Missions Three and Four 
of Gremlin’s excellent sandy 
shoot-’em-up ••• 








Mission Three: Embassy City 


mmm 


Objective Three: Missile Silos 

You only have to destroy four of the five mis¬ 
sile silos to complete this objective, so ignore the 
one out of the way to the north. Instead, head to 
the nearest silo (just west of the labs) and work 
your way down the coast, smashing silos as you go and 
pausing only to drop off the scientists at the coastal landing 
site (thus replenishing your armour). Then head inland to 
destroy the silo to the south-east. 

Each silo is heavily protected, the first two by a pair of 
ZSUs and the rest by an assortment of ZSUs, M48S and 
Rapiers, so make sure you’ve got the ammo and armour to deal with them. Luckily there are quite a 
few pick-ups to collect along the way, so you needn’t worry too much . 

Although the silos are camouflaged as sand dunes, they’re fairly easy to spot. Use your can¬ 
non to blow away the cover, then use two Hellfires to destroy the silos before they can launch their 
deadly payload — you’ll lose points if the missiles get away. 

The location to the south has several camouflaged areas, any of which could be concealing a 
silo but is more likely to be hiding a 
bloke with a rocket launcher. Fire a 


cannon shot at each possible site 
— if you hear a metallic ‘thunk’ you 
know you’ve found the silo. 

There are also several camou¬ 
flaged areas at the 
south-east location, 
but it’s worth blowing 
all these open as they 
conceal a treasure 
trove of goodies — 
including an extra life 
pick-up! However, be 
on your guard for a 
couple of men with 
rocket launchers lying 
in hiding. 


Objective Four: Lost At Sea 

You only need to rescue two seamen to 
complete this objective. Each seaman is 
protected by two rocket-launching speed¬ 
boats. Keep moving 
and they won’t be 
able to get a bead 
on you, and you can 
then take them out 
at your leisure with 
a couple of Hellfires. 
Remember to drop 
off the seamen at 
the landing zone 
before heading on. 




{ Objective One: UN Inspectors 

' The inspectors are guarded by a ZSU and 
I two infantrymen, one of whom bears a rocket 
I launcher. Approach from the south, because the 
I low buildings there will offer you brief protection 
i from the ZSU. Quickly take out the ZSU with two 
Hellfires and then kill Mr Rocket Launcher with 
another Hellfire. 

Pick off the last infantryman with the can¬ 
non, and then start winching up the UN inspectors. 

You must rescue at least five of the six inspectors, 
i so take care not to kill the two standing outside the van while you’re blasting the 
I enemy. Fly south-west and drop them off at the nearby in-land landing site. 


scientists by mistake 


Objective Two: Bio Weapons 

The weapons labs are weakly protected by 
just three VDAs — seek them out and destroy 
them with Hydras. The location of the chief scien¬ 
tist is random, so there’s nothing for it but to 
blow up each building in turn until you find him. 
Use a Hellfire and four Hydras to demolish each 
lab (you can afford to be a bit wreckless with the 
missiles here, because there’s an ammo pick-up 
nearby, and plenty more to come in the next cou¬ 
ple of objectives). Make sure you don’t kill the 
— you never know which one’s the chief. 


Objective Five: 

Power Station 

The power station is lightly 
defended by just three Rapier 
sites. However, if you’re not careful 
they can still give you a fair old 
pasting. Approach directly from 
the north or the south, in order to 
use the station as partial cover, 
and destroy each Rapier with a 
Hellfire missile. Use Hydras and 
cannon fire to blow up the power 
station and complete the objective. 
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Objective Six: Madman’s Yacht 

The yacht is protected by a chopper, a speedboat and 
two infantrymen standing on the yacht. Keep moving all the 
time — jinking left and right, moving backwards and for¬ 
wards — to prevent the enemy taking aim properly, then use 
Hellfires to destroy first the chopper, then the speedboat. 

Pick off the infantrymen with your cannon, then use 
Hydras to blow a hole in the side of the yacht. POWs will 
then leap out into the water, who you should pick up as 
quickly as possible otherwise they’ll drown. 

While all this is going on, the evil General Kilbaba will 
attempt to make good his escape in a speedboat. Don’t 
bother even trying to chase him, because his boat’s too fast 
to catch and too well-armoured to destroy in the limited time available. Don’t worry, though — you’ll 
get a chance to get him later. Instead, concentrate on dealing with the two new rocket-launching 
speedboats which will have turned up. Use Hellfires to destroy them, then carry on rescuing the POWs. 

Unless your armour is very low, ignore the infantry¬ 
men who will appear on the yacht’s deck and fire at you — 
instead of wasting time trying to shoot them, you’re better 
off winching more floundering POWs to safety. They can 
then be traded in for armour points at the nearby coastal 
landing zone. 






Bonus Objective One: 

Find The High-Speed Winchi 

The high-speed winch is located in the building shown here — 
and in this mission you really need it! Pick it up as soon as you 
start, just before attempting to rescue the UN inspectors. 


Bonus Objective Two: Rescue The EANN Team! 

There’s an EANN news team stranded at location (a), who 
are being plagued by a roaming ZSU. Destroy the ZSU with two 
Hellfires (make sure that you don’t catch any buildings in the 
crossfire, or you’ll lose points for killing civilians), rescue the 
EANN team, and then deliver them to the EANN HQ landing pad 
at location (b) for a big points and armour bonus. 

This, however, is not quite as easy as it sounds, because 
there’s an M48, a Rapier, an AAA and two infantrymen in the 
vicinity of the HQ. The best tactic is to fly in from the south, use 
your cannon on the infantryman on the building roof, then veer 
west and take out the AAA with Hydras. Now fly north-west, taking out the M48 with a couple of 
Hellfires, the Rapier with one Hellfire and, finally, the infantryman with the cannon. 


I Objectiv^Seven: Enemy Amabassador 

; Approach the location of the Ambassador’s HQ from the south — you’ll 

i find a radar site, protected by a Rapier and a man with a rocket launcher, 

I which you should destroy. 

j Now fly around and approach the HQ from the east. There’s a ZSU, an 

M48 and a VDA protecting the four command centres — with a bit of clever . 

dodging and weaving you can get 
the haphazardly-firing fools to 
destroy most of the buildings for 
you. Be careful when you blow up 
the building to the north-west — 
there’s yet another missile-lobbing 
M48 hidden inside. 

The Ambassador is in the cen¬ 
tral building — winch him up as 
soon as you see him, because if he 
gets killed you’ll have to restart the 
whole mission. 


Objective Eight: Power Station 

Before starting this objective, make sure you’re fully stocked up with 
fuel, ammo and armour — luckily, the command centres that you had to 
destroy in the previous objective should have helped you out there. 

The embassy is protected by three Rapier sites and three choppers. 
Approach from the north-west, using HellTires to destroy the chopper and 
the Rapier you encounter. Move around the embassy to the south and 
destroy the Rapier there, then work your way north, destroying any enemy 
forces you come across, until it’s safe to land. 

building, more choppers will 
le bus will first head west briefly, 
then north, then west again, and 
finally south. Whenever possible, 
try to fly well in front of the bus, 
so that you can blast any enemy 
vehicles or roadblocks in the 
way. Doing this will also prevent 
the bus getting caught in cross¬ 
fire — it can only take a few hits, 
and if it blows up you’ll have to 
restart the mission again. Once 
the bus has reached the trans¬ 
port plane, return to the frigate 
for a pat on the back. 





Wot? Ho m/iS? 

Unlike the previous two missions, in Missions Three and Four there are 
no troops lost in the battlefield for you to rescue for armour bonuses. 
However, many of the smaller buildings contain extra armour pick-ups 
so, if you’re getting a little battle-scarred, head for the nearest built-up 
area and blow up a few buildings. But take care not to accidentally 
destroy the bigger buildings, like hotels or tower blocks, or you’ll be 
penalised for killing civilians. (Take care that these buildings don’t get 
caught in the crossfire either, because you’ll still have to forfeit points 
even if the enemy was responsible for destroying them.) 
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Mission Four: Nuclear Storm 


Objective One: Oil Fields 

Your targets for Objectives One and Two 
are in roughly the same vicinity, with two oil 
pipes near the oil fields and the other near the 
commando pick-up point. In the interests of 
conserving fuel it’s best to tackle both 
Objectives simultaneously, so read the tips 
regarding Objective Two before continuing. 

The blue dots on the map indicate the 
positions of patrolling ZSUs, all of which have 
to be destroyed before you can airlift in the 
commandoes. Act quickly, and try not to catch 
the storage tanks in a crossfire — if too many are destroyed, you’ll have to restart the 
mission. Nearly a dozen ZSUs must be eliminated in all, so you’ll be needing to find an 
ammo pick-up about half-way through. 

Once the area is totally cleared of ZSUs, find some fuel and then head for location 
(a). Pick up the six commandoes, then take them to the drop-off point at location (b) to 
complete the objective. 




Objective Two: Stop Oil Spills 

Each oil outlet is heavily protected. The | 
southern-most pipe is guarded by two VDAs 
and an AAA while the middle outlet is protect¬ 
ed by two ZSUs and a man with a rocket 
launcher. Lastly, you’ll find two rocket-launch¬ 
ing speedboats near the northern-most pipe. | 


Unless you’ve got a co-pilot who’s a bit j 
nifty on the gun controls, it’s easy to waste a | 
lot of missiles in your fumbling attempts to 
lock off the oil flow — you have to hit the very j 
tip of the pipe to have any effect. To find the ! 
correct position, use your cannon and move | 
around until you hear an explosion sound, 
then lit rip with your Hydras. | 


I Objective Three: Rescue Hostages 

I First head for the shelter that lies between the two road networks. Once there, take | 
' out the M48S with Hellfires, then use your cannon on the stairwell to free the hostages. | 

Pick them up and take them to the nearest landing zone. I 

Head north-east and you’ll soon come across a road, and a DANGER ZONE sign | 

, should flash up. Follow the road around to the right and you’ll soon encounter a radar site j 

I — destroy it to help make Objective Five easier. Fly north to the top of the map and then 
fly right again until you come across another radar site, which you should also destroy. 
Replenish your ammo and fuel if needed, then head west to the next shelter. Here 
I you’ll find two dug-in ZSUs. Use two Hydras to 
blow away their cover, then use two Hellfires on 
each to destroy them. Deliver the rescued 
hostages at the landing zone to the east. 

Again, stock up on fuel and ammo if 
required, then head south to the next shelter, 
which you should deal with in the same way as 
the one before. Finally, fly to the far south and 
carry out the same procedure there — this shelter 
is protected by just one dug-in ZSU, so it’s a 
breeze to beat. 
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Objective Four: Destroy Bomb Parts 

Fly north-west, following the road near the last shelter. You should soon encounter an M48 — destroy it as soon as possible with a couple of Hellfires. The bomb parts are being carried 
around this southern built-up area in rubbish trucks. However, some of them are ‘decoy’ trucks, and if you destroy more than two of them by mistake you’ll have to restart the mission. Check 
out the status screen to find out how to tell them apart, and never attack a truck until you’ve confirmed its contents. As you fly around the area, locating the trucks, blow up any buildings you 


see — you should find loads of bonus goodies, including armour repairs and 
two extra lives! 


Objective Five: 

Power Station 

The nuclear weapons plant 
is heavily guarded by five 
Crotales, but they’re quite slow- 
firing and, provided you took out 
the two radar stations earlier on, 
they shouldn’t prove too trouble¬ 
some — just remember to get in 
your shots between theirs. The 
best angle of attack is from the 
south-east, taking out the Crotale there, then working your way around the 
buildings, first going west, then north. 

After you’ve cleared the area, blow up ALL the buildings, especially the 
cooling tower which contains an armour pick-up. Oh, and don’t forget to 
winch up the scientist — you’ll find him hiding in the building to the south. 




Objective Seven: Destroy Kilbaba’s Palace 

This is a toughy, so make sure you’re fully prepared to deal with it. 
You’ll need a lot of ammo, so make sure you know where you can get more 
— if you’re desperate, there’s a lone 
Crotale at a T-junction near the 
power station which contains an 
ammo pick-up. The Crotales around 
the palace also contain ammo pick¬ 
ups, and there’s an extra life in the 
building to the north of the palace. 

Once you’ve destroyed every¬ 
thing (including the palace), land 
and let your co-pilot do his stuff — 
namely getting taken hostage by 
Kilbaba’s men. 


Objective Six: 

Destroy Power Station 

Drop off the scientist at the near¬ 
est landing zone, restock your ammo 
and fuel, then head for the power sta¬ 
tion. This is protected by four M48S. 
After you’ve taken care of them, blow up 
the station, pick up the spoils (extra 
ammo and armour) then head on. 



Objective Eight: 

Prevent Kilbaba's Escape 

Head straight from the palace to the runway, 
where the bomber and the ATV will be waiting. Dealing 
with this can be tricky, as there’s a big risk that you 
might kill your co-pilot by mistake. 

As you approach the plane, use a Hydra to kill 
the bloke with a rocket launcher next to the ATV, then 
position yourself to the north of the plane and keep fir¬ 
ing until a hole appears in its fuselage. 

Stop firing and pick up the man standing on the 
wing — he’s your co-pilot. Now carry on blasting away 
with everything you’ve got — it’s vital that the plane 
doesn’t take off or Kilbaba will escape, and all your 
struggles will have been in vain. 

Assuming that you succeeded, sit back and enjoy 
the brief (but tasty) end sequence... unless you’ve got 
Desert Strike 
on CD-ROM, in 
which case 
you’ve got yet 
another tough 
mission to 
tackle before 
you can relax. 

But that, as 
they say, is 
another story... 


Bonus Objective One: 

Find The High-Speed Winch! 

The high-speed winch can be found at the location shown in 
the oil fields. Pick it up when it’s safe to do so, after destroy¬ 
ing all the ZSUs. 































































In the true spirit of *fair* competi 


tion, we show you how to play 


Micro Prose’s transport sim in the 


borough M arket Halt m 


most bloody-minded way possible. 


Transport Tycoon is a lovely game. Absolutely love¬ 
ly. I could spend hours sitting in front of it, watching my 
little trains, planes and lorries shuttling goods and pas¬ 
sengers from A to B. Whooo, whooo... chuff, chuff, 
chuff. But Transport Tyccon isn’t just a pretty software 
toy. It’s a serious, in-depth strategy game and when 
you’re playing against seven ruthless computer-con¬ 
trolled companies, things can get very tough indeed. 

But before you sit back and listen to the PC GAMES 
‘How To Nobble Your Competitors’ lecture, let’s run 
through some of the basics. Now, we’re not going to 
bore you by telling you to how to build a link between a 
coal mine and a power station, or that trains make 
much more profit than lorries (yawn). No, we’re going 
to concentrate on the important facets of vehicular 
management — the transport nitty-gritty... How do you 
get two trains (or more) on the same stretch of track 
without causing an almighty pile up? and how on earth 
do the signals work? 

Well, what you need to make a proper railway are 
sections of track where the trains can pass each other. 
The easiest design to use is the one shown above. 
Make sure you construct all four sets of signals, and 
that the distance between them is great enough for 
your longest train to fit comfortably in-between. 

Here’s how it works. The first train will pass the first 
signal (A), then come to a halt if there is another train 
between signal (B) and signal (C). The second train will 
automatically switch on to the free stretch of track via 
signal (D) if there is a train waiting at (B). The extra sec¬ 




tions of track by the signals are to allow the trains to 
reverse if they have to wait for any length of time, due 
to a pile-up on the line ahead. 

Using this method will let you get two, three or even 
four trains running on the same line at the same time. 

Put too many trains on though, and you’ll cause a big 
snarl up. Of course, 
you can make the 
whole arrangement as 
complicated as you 
like — it won’t neces¬ 
sarily work, of course, 

(see the picture on the 
right) but it will look 
damned impressive. 

As far as choosing 
which type of vehicles 
to concentrate on, 
that’s entirely up to 
you. Trains are proba¬ 
bly your best bet early 
on. Lorries and buses 
bring in small but reg¬ 
ular profits (especially 
in the bigger towns), 
ships are too slow if 
you want instant grati¬ 
fication, and planes 
are expensive and 

somewhat risky. Keep your roads and your railway lines as level as possible, otherwise your vehicles will really struggle up hills. 


In the long run, however, passenger trains, goods 
trains and airports are your most profitable options, so 
pick a couple of small towns at the start of the game, 
slap a station right in the middle of each one, then 
invest in developing those towns as quickly as 
possible. The rest is pure business... 





































D/rfy tricks 

Transport Tycoon is a nice game, a pretty game. A 
game about trees and fields and the golden age of 
steam - and all that cobblers. But who cares about all 
that? Sheer bloody-mindedness and rival-bashing 
brings its own rewards. No matter what people say, 
nothing comes to those who wait. Be a complete git in 
Transport Tycoon and you’ll win. Let PC GAMES show 
you how... 

1. Defend your industries 

If you’ve got a profitable little number on the go, 
say a high-production coal mine, the last thing you 
want is for your rivals to stick a depot next to it and 
start taking chunks out of ‘your’ mine. So you protect it, 
by putting down a perimeter of diagonal rail tracks. 

Yes it looks stupid, but your rivals can’t demolish or 
bridge over these diagonal sections, so they can’t get 
at your property, and you can always reclaim the tracks 
later if you need some spare cash. 

You can go on the offensive too. Be as obstructive 
as possible. If you see chunks of land being reshaped 
slap track quickly around the area, thus ruining the 
extensive development planned by your opponent. 




P^lRECOegBl ells’ 
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2. Screw up the system. 

If one of your rivals has an extensive bus or lorry network operating in a city, click 
on the town name and select ‘fund road reconstruction’. This will cause chaos to all 
road traffic in the area for six months. 


3. The knackers yard 

Buy up lots of old road vehicles with a low reliability rating and set them 
trundling along your rivals’ most profitable roads. They’ll break down continually 
and cause a big traffic snarl up. 


4. Ramming speed 

If you’ve got some spare cash, why not try to take out road vehicles by building 
lots of express train routes across your opponents’ busy roads. The trains survive 
any spectacular crashes, but sadly the road vehicles, er, don’t. If your rival is still in 
hock up to his elbows, he might find his vehicles difficult to replace. 


5. Totally pointless 

Try this one: build a depot and a short stretch of track, say five squares, across a 
key road. Send a train out of the depot long enough to block the road, then demolish 
the depot and any unnecessary track. The irritation factor for your opponent is, well, 
it’s immense. 






























Doom 2 

Id Software 

As you no doubt know by now, Doom 2 is damned difficult. So, if you’re still 
valiantly struggling through the levels, then listen to Roger Peacey from 
Cheltenham, because he’s come up with some playing tips that just might make your 
Revenant-blasting, Imp-slashing escapades slightly easier. But don’t take my word 
for it. If you missed the Doom 2 guide in the last issue of PC GAMES, why not grab 
your chaingun and try out of few of the top tips mentioned here. 

Obviously, the best thing about Doom 2 is the fact that you have much more fire¬ 
power. And you’re going to need it too, because Doom 2 throws monsters at you left, 
right and centre. So, let’s forget about the weaker creatures (the Chaingun Dude, the 
Imps, etc) and concentrate on the real bad guys. You see, all you really need to get 
by in Doom 2 is your trusty chaingun and a talent for dodging. 

The Arachnotron can be killed easily using the chaingun because while you’re fir¬ 
ing, the clunky spiders are unable to fire back. However, if they do manage to let off 
a stream of plasma, they can drain your health very quickly. So, in desperate situa¬ 
tions, 2 or 3 rockets will also dispose of these mechanical arachnids. 

The Revenant is best attacked from behind a wall, so you can dodge their 
‘Marine-seeking’ missiles with relative ease. Again, use your chaingun to dispose of 
them because, like the Cacodemons and the Arachnotrons, they can’t fire back at 
you while they’re being attacked. The Revenant, however, isn’t stupid and it will 
attempt to dodge the bullets, so use the ALT key and the left right cursors to keep it 
under a constant hail of gunfire. 

There’s no easy way to kill the Pain Elemental, so grab the biggest gun that you 
can find and let rip from as far away as possible. As for the Mancubus, be very wary 
of their fireballs as one is fired straight at you while the other is fired at a slight 
angle. Use four or five rockets to get rid of them. 

The Arch-Vile can only attack you when you are in its line of sight, so if you hear 
the dreaded crackling noise and see flames rising before your eyes, you’ve got about 
three seconds to run away and get out of its view before you explode. It’s best to kill 
the Arch-Vile with three or four rockets, as they seem to be fairly resilient when 
attacked with plasma weapons. 

Lastly, the teleport exit to the secret Wolfenstein levels (see below) is located on 
Level 15: The Industrial Zone. Happy Dooming... 



-^^ 

iHce again, PC GAMES drags its technicians out of t 


the cupboard, plugs them in and prepares them to 
answer your gaming questions. How do you get to the 
secret Wolfenstein levels in Doom 2? How do you pop 
your cork in Sam and Max? Read on, dear readers, 
^^read on... 



Pagan: Ultima 1/71# 

Origin 

jan Marc V. Rijswick from Holland wrote in last week to ask for the first part of 
our Ultima VIII solution. Unfortunately jean, the solution that appeared in the August 
issue, was the first and the only part of the Ultima VIII guide, and the maps that you 
hold in your hands are the only maps that we have. However, if you or indeed any¬ 
one is struggling through the early stages of Garriott’s eighth fantasy masterpiece, 
then here are a few brief pointers. 

After talking to Devon, walk west towards the docks and watch the beheading. 
Next head north towards the city of Tenebrae. Wander into the palace and try to talk 
to Mordea’s maid who will ask you to meet her later (at Bloodwatch) at her house in 
East Tenebrae. Don’t enter the Armoury or you’ll be blasted magically limb-from- 
limb, but hunt around to see if you can find anything of interest. Also, on the roof of 
the palace is a square teleportation pad. Walk across this to activate it — the pad 
will be important later. 

In East Tenebrae, leave by the north-eastern exit and follow the path to the ceme¬ 
tery. Enter the large building and talk to the Necromancer, Vividos, who will tell you 
that he needs a ceremonial dagger. Return to the city and at Bloodwatch (examine 
any clock to learn the time), go and see the maid. She will give you a key to a cup¬ 
board in Mordea’s bedroom. Nip back to the palace and when Mordea is NOT in her 
bedroom, wander in, open the door, open the chest that you find and get the dagger. 

Finally, head back to the cemetery and give the dagger to Vividos who will then 
instruct you on the next part of your quest. Hope this helps, jean. 




























Pinball Fantasies 

aist Century Entertainment 

J. Rhonas Frederiksen from 
Copenhagen has written in with a 
couple of tips for everybody’s 
favourite pinball game. Now, I still 
don’t know why people don’t nip 
down to the boozer, drink beer and 
play The Addams Family but, if 
you’re a flipper-tapping devotee, 
type EARTHQUAKE while the table 
scrolls up-and-down, to tilt the table 
as many times as you want. 


Formula One 
Grand Prix 

MicroProse 

With the greatest Fi racing game of 
all time now making a welcome appear¬ 
ance on the Powerplus budget label, if 
you’ve just discovered this high-octane 
gem, here’s a few words of advice from 
the balaclava-wearing PC GAMES pit 
crew. Simply determine which sort of cir¬ 
cuit you’re racing on (i.e. Hockenheim is 
Fast, Phoenix is a Street circuit, etc) and 
adjust your car’s set-up to the values 
below. 

FASTSET-UP 

Front Wing 25 

Rear Wing 20 

Brake Balance 02 

Tyre Compound D 

Gear Ratios 1st — 25.64; 2nd 

— 33*64; 3rd — 41.64; 4th — 49.64; 5th 

— 58.64; 6th — 67.64 
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* It’s that time again. The bit of the page where we throw caution to the 
wind and go all interactive. So, if you have a gaming problem, if nobody 
\ else can help and if you can find it, maybe you should hire... the Cheat 
Lab. Da, da, da, daaa. Da, da, da... 

Dear Cheat Lab, 

I’m really stuck in King’s Quest VI. I have completed it but I’m missing five points. 
► I haven’t used the ‘Drink Me’ potion yet so I think it might have something to do with 

that. Please help me. 

Tim Winstone, 

Southampton. 

Ah. Okay, Tim. Even though we’ve dragged our staff out of the ‘Games Guru’ 
cupboard, we’ re still a bit unsure about where your last five points are. But try this 
for size... In the middle of the game, when you’ve teleported to the Isle of Wonder 
and the Isle of the Mists and the Nightingale has done its thing with the love poem 
and the note, take the note and read it. Next, return to the Pawn Shop where you’ll 
’ find the Genie. Drink the potion and watch what happens. Observe the lamp that the 

Genie disappears into and then trade the tinder-box for the paint brush. 

Dear Cheat Lab, 

I am stuck on Sam & Max Hit the Road. Please tell me how to take the cork out of 
^ the bottle of wine. 

Andrew Brown, 

‘ Hull. 

' First of all you need to have found the ice pick which is located in the deep freeze 

r at the Jungle Inn. When you’ve got this, nip back to the Diner and give it to the 

weird guy who bends forks, and he’ll bend it into a corkscrew. Now, using the 
, corkscrew, remove the cork from the bottle and then... oh, I guess you can work it 

' out for yourself from here. 

Dear Cheat Lab, 

» I am stuck in Lands Of Lore. I can’t get past Scotia’s barriers in Upper Opinwood 

, and there is a door in the Mines, on level four, that requires two keys to open it 

which I cannot find. Can you help please? 

David Allen, 

Norwich. 

Sorry, absolutely no idea. Maybe an intrepid Lands Of Lore veteran can help us 
.■ out here. Please, drop us a line at The Lab. 


MEDIUM SET-UP 

Front Wing 40 

Rear Wing 40 

Brake Balance 00 

Tyre Compound D 

Gear Ratios 1st — 24.64; 2nd 

— 32.64; 3rd — 39.64; 4th — 46.64; 5th 

— 54.64; 6th — 63.64 

STREETSET-UP 

Front Wing 60 

Rear Wing 55 

Brake Balance 02 

Tyre Compound D 

Gear Ratios 1st - 23.64; 2nd 

— 29.64; 3rd - 36.64; 4th — 43.64; 5th 

— 50.64; 6th — 57.64 

Alternatively, you can just stick stead¬ 
fastly to the MEDIUM set-up and race 
every race the same. Who wants to be a 
mechanic anyway? I always wanted to be 
a train driver... 



Dear Cheat Lab, 

I’ve just been given Indiana jones and the Fate of Atlantis by a friend but I’m 
stuck on the submarine on the way to Atlantis. What should I be doing. Please help? 

Mark Robertson, 

Coventry. 

Well, Mark, after knocking out the captain of the sub, you must use the Intercom 
to order all the crew to the bow of the vessel. Next, take the plunger from beneath 
the head on the bottom level, and use it with the broken depth control lever. Speak 
to Sophia through the bulkhead and using options 3 and 2, persuade her to distract 
her Nazi guard. You can then sneak up behind the guard and knock him out. Give 
Sophia the signal to move by using any conversation line except the one about the 
fine-leather jackets. 

The locking stones have been stashed in the strong box in the room just in front 
of the Ready Room. Take the mug from the galley and scoop up some of the battery 
acid that lies on the bottom level. Next use the mug with the strong box and get the 
stones and the key that are hidden inside. Pick up the bread and the cold cuts and 
using the controls, guide the sub into the small tunnel that leads to Atlantis. Phew! 


Dear Cheat Lab, 

I’m stuck in Monkey Island 2: LeChuck’s Revenge. I think I need to get Largo’s 
shirt but I can’t get it off him. Someone told me I have to find a laundry ticket but 
where is it? 

Gordon Blacklock, 

Edinburgh. 

Okay, here goes. To get Largo’s shirt you’ve got to have a bucket filled with 
mud. There’s no immediate connection here, I know, but bear with me... Get the 
bucket from outside the laundry ship and nip down to the swamp to fill it with mud 
(USE bucket with MUD). Now go to Largo’s room, close the door and then USE the 
bucket with the door. Finally, hide behind the dressing screen. 

When Largo enters, the bucket of mud will fall on his head and he’ll storm out in 
a rage. Follow him to the laundry ship and then return to his room. Close the door 
and get the laundry ticket that’s stuck on the back, and then go back to the laundry 
ship (again!) to give the ticket to Marty. He’ll give you Largo’s shirt. Voila! 


Stuck in an adventure? 

Do you know any hot tips for todays top PC games? 

If the answer to either of these questions is “Yes” grab a postcard and send 
your tips or queries to us at: CHEAT LAB, PC GAMES, Emap Images, 30-32 
Farringdon Lane, London ECiR 3AU. You never know, you might be lucky enough 
to win a software prize. 


irs NOT OUR FAULT! 

PC GAMES can not be held responsible for loss of data or within the next 2,654 years. You use these tips at your 
for the tips failing to work properly or for anything own risk. If anything goes wrong it’s your fault. Not ours, 
strange and bizarre that might happen to you and your PC fust wanted to make that bit clear, okay? 
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Chips With 

Everything! 


I 


I nstalling a new processor is actually a pretty 
straightforward job. If you have a new(ish) PC — 
preferably one that’s been properly made, and 
not put together with stickyrback plastic and a pair of 
Val’s old knickers by two blokes working in a bedsit 
above a garage in Walthamstow — it’ll have this 
handy thing called a ZiF (Zero Insertion Force) socket. 

This makes putting in a new chip a ten-minute job. 
If you don’t have one, it’s still a ten-minute job — but 
a more risky one. Either way, it’s the only thing you 
can do if you want to give your once-lightning but 
now-lumbering PC a real power boost. Hey, trust me. 
I’m a doctor. 

The Step-By-Step Stuff 

(i) Here we go again: stripping the lid off your PC. 
First, turn off the PC. Now, find the three or four 
Philips screws on the back of the case, undo them and 
put them somewhere where you are guarenteed to 
lose them/small children or animals will swallow 
them... (actually no, don’t do that). 

Now slide or lift off the case and behold the clut¬ 
tered jumble that is the inside of your PC. Now find the 
processor (see our ever helpful and not out-of-focus or 
dark at all photograph). It’s the big grey-brown chip¬ 
like thingy, usually with something like Intel 486 writ¬ 
ten on it. 

Now, before touching anything like a processor or 
the circuit board, discharge any static you may have 
picked up by touching an unpainted part of the metal 
casing. Remember: A static electricity charge can kill a 
chip dead. 


(5) If you don’t have a ZIF socket, then you just 
have to be a bit more careful. You can get specialist 
chip extractors, but to be honest I usually just use a 
scalpel to lever the chip out. You must make sure you 
do this evenly or you’ll bust the pins and screw up the 
entire motherboard. You have been warned! 

Again, make sure you position the new chip with 
the notch in the same corner as the old one. 


Now take another look at the chip. Does the chip 
have a ZIF socket? It’s the beige-y plastic base 
underneath the CPU, with the metal lever down the 
side of it. If it does, then go to Step 2. If not, then go 
to Step 5. 


(2) The ZIF socket has a lever on one side. Gently 
unclip this lever and pull it upwards. This will push the 
chip lose from its mounting. Each chip has a notch 
on one corner — make a note of where it is on this 
one, then carefully lift the chip out and put it 
somewhere safe. 


(3) Put the new chip into the socket, with the 
notched corner in the same position as the old one. 


(4) Lower the lever until the chip is locked in place. 
Now go to Step 6... 
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NO UPGRADE 


32-BIT 32-BIT INTERNALLY 
16-BIT EXTERNALLY 


(6) Right, almost done. The chip’s in place, now all 
you have to do is sort out a couple of jumpers. Yes, 
jumpers, jumpers are these pointless on/off pins on 
the motherboard that serve no purpose other than to 
annoy you. Everything they do could be done by soft¬ 
ware but, oh-no, that would be too easy wouldn’t it, 
you amiable bar steward PC manufacturers? 


AS LONG AS THE PIN-OUT IS RIGHT 


Load Of Old Cobblers! 


Anyway (phew! — rant over) 
what you have to do is find your 
motherboard manual — you 5 

know, the one you lost years ago 
— and it’ll tell you which jumpers 
you have to switch to change the y 
clock speed of your PC. Admittedly, J 
changing jumpers just involves moving 
around these tiny little clips, but it’s still a 
right royal pain in the rectum. 


So there you have it. Buy a 486 and that’s as far as 
you can effectively go without replacing the entire 
motherboard — there is no jump on to the bottom 
rung of the Pentium ladder, no matter what the sales¬ 
man tells you. Damn. Looks like you’ll have to start 
saving all those pennies after all... 


Here’s a useful statement: “You can upgrade 
your 486 to a Pentium because the nice man 
I in the shop/advertisement/friend told you it 
is ‘Pentium ready’’’. 

Cobblers, crap, rubbish and 
double cobblers. 

’ * \ You cannot put a standard 

\ \ Pentium chip in a 486 mother- 

l 1 \ \ board. No way, lose. A Pentium is a 
\ 1 ^ 64-bit chip inside and out, so it 
won’t work with a 32-bit motherboard 
— as in a 486 motherboard. 

a m Ready’ sticker simply means 
I been certified compatible with 
^T chip (AKA the Pentium 
e’s the bad news: 

J does not even exist yet. Intel 
nent on when (or if) it will sur- 

(2) The P24T is NOT a full 
Pentium chip. It’s a halfway 
house between a 486 and a 
3ttom-end Pentium, running at 
u<i-uics internally and 32-bits exter¬ 
nally — a sort of crippled Pentium. 

(3) The benefits of the P24T upgrade are 

te debatable. If you upgrade from a 
486/33 to a P24T, you should see a 
noticable performance increase. On 
p gi » ^ the other hand, the improvement from 
a 66MHz 486 would be negligible, and a 
486DX/4 is arguably going to be faster than the 
P24T anyway. 


(7) Now replace the lid on your 
PC, put in the screws, turn it on, 
and cross your fingers. Hopefully, i 
you should now have a super- 
powered new PC. ^ 


What Can Co Wrong? ^ 

(1) Everything. 

(2) Nearly everything... i.e. it 
hasn’t blown up yet, but it hasn’t \ 
exactly started working either. 

Chances are... / 

(a) You’ve got the chip X 
aligned the wrong way — start z 
all over again and replace it with 

the notched corner in the correct position. Doh — 
why didn’t you do this when I told you before! 

(b) The BIOS doesn’t recognise the new chip 
— go into the CMOS setup and make sure it is 
registering the correct chip. 

(c) Check that you have the jumpers set cor¬ 
rectly for the speed of the chip — you may have 
got the jumper positions reversed. 


Upgrading your processor has 
got reasonably straightforward, at 
least if you’re going from one 
speed of 486 to another. This dia¬ 
gram shows you what you can and| 
can’t upgrade to (economically, 
and practically)... 




Upgrade is only possible if your 
486 chip has the extra pin-outs, 
which is still quite rare. (Runs at 64- 
bit internally, 32-bit externally.) 


The full Pentium runs at 64-bit externally 
and internally. The 486 motherboard is 
designed to run at 32-bit. So, in almost 
every case, there is no way to upgrade 
from an existing 486 to a Pentium. 


PEntium 

(586) 









































The name's Erskine. Christina Eisidm^. 
got a technical problem. I've got a 
solution. That's why the^f call me... 


TH E TROUBLE SHOOTER 


Anxious of Altrincham is the man on Troubleshooter’s couch this month, and he’s miserable 
because his mates are kicking sand in his face. “My PC came with MS-DOS 5.0, and all my 

friends are laughing at me because they say it’s out of date and I should be using MS- 
DOS 6.2. Should I upgrade?” 


Are there any games that will only work with DOS 6.2? 

No. Or at least, none that I know of. Games designed to 
work with DOS should all run perfectly with DOS 5.0. You 
see, DOS 6.2 isn’t so much a rewrite or an update of DOS 
itself, as DOS 5 with some accessory programs. 

What do you mean by accessories? 

Well, DOS 6.2 comes with a virus scanner, a semi-auto¬ 
matic memory manager called MemMaker, a utility 
called Scandisk which will repair damaged files... oh, and 
a few other things as well. 

Wow — it sounds great... but I’ve already got a virus 
checker. Is the MS-DOS one better than the others? 

Well, it depends what you’ve got, and you should bear in 
mind that Microsoft isn’t going to give you monthly or 
quarterly updates of new viruses. This is the point about 
DOS 6.2. While it’s nice to have the latest version, you 
may have already got something like Quarterdeck’s 
QEMM to manage your memory and you may already 
have Norton or PC Tools looking after your data and 
repairing your disks. If you don’t already have this stuff, 
then an upgrade will be well worth it. If you’re happy you 
are covered for all this extra kit, then it won’t make much 
of a difference. 

But surely it would be useful to have all these programs 
under one roof. It must take up less space? 

Er... around eight megabytes once you’ve installed the 
lot, actually. No, where it’s really useful is that an 
upgrade from MS-DOS 5.0 to MS-DOS 6.2 will cost you a 


mere £49 — which is a hell of a lot less than a defragger, 
or a disk repairer, or a virus scanner on its own. PC Tools 
for example costs £70+. 

Yes, what exactly is a ‘defragger’? It sounds a bit rude. 
Unfortunately, it’s a lot less exciting than it sounds. A 
defragger defragments your hard disk. You see, when you 
start out with a lovely empty hard disk, all the programs 
you install fill up the space in order — a nice big block for 
Ultima VIII, a nice big block for Windows, and so on. Then 
in time, your disk fills up and you delete things, and then 
you come to install something and there isn’t the space in 
one big chunk to place it, but lots of little chunks scat¬ 
tered around that make up the required number of 
megabytes. So the program installs a bit here and a bit 
there and if your hard drive is badly fragmented it can 
slow it down. So, to overcome this problem, you ‘defrag’ it 
— the defragger sorts it all out and puts all the data back 
in nice big chunks. 

And what about this Scandisk? Is it better than Chkdsk? 
Quite a lot better, in fact. It does a whole load more than 
Chkdsk ever did. Scandisk will look at the whole of your 
disk, analyse it for all those lost clusters and cross- 
linked chains that Chkdsk used to mysteriously report, 
check that the surface of the disk isn’t damaged and then 
repair it all for you. It’s good for File Allocation errors — 
you know, the ones where you do a DIR list and it all 
comes up wrong, with a whole lot of files listed that you 
know aren’t there, another lot of files missing and some 
filenames that are just gobbledegook. 


Main Menu 


Detect 8 Clean 


Detect fi Clean 


• Choose a uork driue to be 


Scanning memory for uiruses.. 


Microsoft 
►►►■ Ant i-Uirus 


Work Driue: 

Last Uirus Found: 
Last Action: 


tionsiList 


Now it’s just beginning to sound complicated. Why can’t 
they make DOS easier to use, for God’s sake? 

Sorry, I got a bit carried away there. I just love file alloca¬ 
tion errors. But it is easier to use, really. Take MemMaker 
for example. If you’re sitting there with hardly any mem¬ 
ory free in RAM and you don’t want to start messing 
about with Config.sys and Autoexec.bat files, all you have 
to do is type MEMMAKER, and it will free up lots of lovely 
memory all by itself. 

So what you’re saying is that you just get these extras — 
there’s nothing else that’s changed at all. 

Well, not quite. Largely that’s true, although there are 
some other memory management and techie things that 
have been improved upon. But there are two new com¬ 
mands in DOS 6.2 which you might find useful. There’s a 
MOVE command and a DELTREE command. 

And what do they do? 

Well, MOVE is very useful. At the moment, when you want 
to move a file or set of files from one directory to another, 
you have to copy the files first, then go back to the old 
files and delete them, don’t you? With DOS 6.2, you type 
MOVE [FILENAME] [NEWPLACE]\[FILENAME], and it does 
it in one go. Neat, huh — and long overdue. 

DELTREE, on the other hand, is a bit dangerous. Type 
DELTREE and not only do all the files in the current direc¬ 
tory get deleted, but all the subdirectories and all the 
files in all the subdirectories, bam, just like that. 

You haven’t said anything about DoubleSpace yet. My 
friends say I can make my hard disk twice as big with it. 
That must be worth getting? 

I haven’t said anything because I’m not crazy about it. 
DoubleSpace doesn’t change the size of your hard disk. It 
takes the data on the hard disk and compresses it. When 
you want to run a program, it decompresses the bits that 
you need and runs them. It’s great in theory, but I know 
too many people who have trouble getting some games to 
run with it. Mind you, I also know people who say they’ve 
never had any problems and don’t know what I’m making 
such a fuss about. But I wouldn’t buy DOS 6.2 just to run 
DoubleSpace, I’d buy it for all the other things and use 
DoubleSpace if I had to. 

Ah — another poor soul released from torment. If 

you’ve got a problem with your PC that needs a spot of 
troubleshooting, drop me a line and we’ll talk it through. 
And when I’m not being the Troubleshooter, I’ve got a 
day job as editor of PC REVIEW, sister magazine to the 
very wonderful PC GAMES. PC REVIEW covers the whole 
gamut of PC entertainment and includes a Technical 
Help section, in which you can find more detailed ver¬ 
sions of the articles which appear in this section. 




























If you’ve got something to say, 
then say it to us — you could win £50! 
Send your letters to: PC GAMES, Priory 
Court, 30-32 Farringdon Lane, London 
ECiR 3ALI. Alternatively, Fax us on: 
(0171) 972 6710, or E-mail us at: 
PCREVIEW@CIX.C 0 MPUL 1 NK.C 0 .U 1 <. 
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VIRTUAL SEX! 

Dear PC GAMES, 

Imp’s exactly right when he says that the Net is for no-life saddles [PC GAMES, 
Issue 5]. The Internet may be a good way of getting information, sending mail 
or downloading programs, but is it any sort of a way to conduct your social life? 
I think not. 

One of my friends (or should I say, ex-friends) discovered the dubious joys 
of the Internet a few months back and has been hooked ever since. He seems to 
think he’s a character from a William Gibson novel, though instead of hacking 
into top-secret government files he spends all his time playing something 
called “NetSex”. 

The idea of this (which he related to me on one of the few occasions when 
he dared to go out with his flesh-and-blood friends, instead of interfacing with 
his virtual buddies in Cyberspace) is to live out your sexual fantasies over the 
modem by typing in all the depraved things you’d like to do to the other people 
who have logged on. 

Okay, so virtual sex may be safe sex, but since you can’t see who you’re 
chatting up, never mind if they’re the gender they claim to be, is it really that 
good a thing. A user might describe themselves as a six-foot blonde model 
from Sweden, but they’re more likely a spotty 14-year-old schoolboy who’s 
having a laugh at your expense. 

I think the people who log on to NetSex and other similar things are actual¬ 
ly a bunch of sad geeks who can’t get a girlfriend or boyfriend. If that applies to 
you, then you should get out and meet some real people instead of sitting in 
front of your computer all day. You may fool yourself into thinking you’re hip 
and trendy because you’re up there with the latest technology, but you’re actu¬ 
ally a tragic individual. 

Paul Antonelli, 

Stratford, London 

Yes, it’s all a bit sad really, isn’t it? 


A RED DWARF FAN WRITES... 

Dear PC GAMES, 

After several years of mental torture I feel that 
it’s about time I told the world about my prob¬ 
lems and, believe me. I’ve got quite a few 
Having read your letters column, and those 
of your rival mags, I must say that frankly I’m 
shocked. Through years of PCing I’ve read let¬ 
ters from people remembering the “Good Old 
Days” when the ZX-81 was state-of-the-art. 
These very same people tell you of great 
games such as Jet Set Willy and Manic Miner. 

This may all sound fine and dandy to you, 
so what is it that really gets on my wick? Let 
me tell you in two words: Turbo Esprit. I owned 
all three games mentioned, yet Turbo Esprit 
was more fun, more addictive and more satis¬ 
fying than any other ancient game I remember. 
I still feel the urge to play it about once a year. 

I don’t know from whence the game origi¬ 
nated, but there must be other saddies out 
there who feel the same about a game that is 
never given fair publicity. True, it may be a 
masterpiece on some satanically biblical scale 
[eh? — Dave] for its age, due to the ability to 
squish pedestrians and the odd window clean¬ 
er, but this doesn’t mean that it should be 
locked in a dark, smelly cellar to age until 
nobody remembers it. I do hope you under¬ 
stand my sentiments on this matter. 

Thank you for listening. 

Martin Green, 

Holsworthy, Devon. 

Er... no problem, Martin. Do any other readers 
have fond memories of old, sadly-neglected 
gaming ’classics’ that they feel ought to be 
brought to the public’s attention? 

Q^n A LIFE! 

Dear PC GAMES, 

In replay to Gareth McSorley, who wrote to 
you complaining about MicroProse’s incredi¬ 
ble shrinking manuals [PC GAMES, Issue 5], I 
have only one thing to say: GET A LIFE! 

I’m heartily fed up with games which 
require you to read 500 pages of waffle before 
you can even start to play, not to mention a 
degree in astrophysics to understand the tech¬ 
nical jargon. What’s wrong with just getting 
straight in there and playing the game? 

Fair play to MicroProse, I say. Who wants 
to sit in their bedroom with their head in a 
manual when they could be enjoying an 
evening at the boozer? 

Francis James, 

Cambridge. 

mADOMrSWOES 

Dear PC GAMES, 

I don’t know about any of you, but I’m terrified 
at the prospect of Windows 95. I recently 
bought a new 486 PC which had Windows For 
Workgroups 3.11 pre-installed, and what a 
nightmare it is! Although I’ve never liked 


Windows, I ran a couple of CD games (Gabriel 
Knight, Myst and Police Quest IV) under my 
old Windows 3.1 with little trouble. But do they 
run under Windows For Workgroups? Do they 
hell! Myst ran slowly and crashed frequently, 
and I couldn’t get any sound out of the Sierra 
games. The only solution was to delete 
Windows For Workgroups and install Windows 
3.1, and this sorted out all my problems. 

What worries me is the chance that 
Windows 95 will be even more games- 
unfriendly than Workgroups. I can’t imagine 
that any of my old DOS games is going to work 
with it, so what happens when I fancy a quick 
game of Sim City or something even older? 

I fear that the world’s entire population of 
PC gamers is going to rush out and buy this 
monstrous piece of software as soon as it hits 
the shops, only to find that they’ll never be 
able to play any of their old favourites again — 
or even use a DOS-based word processor or 
spreadsheet. I know that DOS is unfriendly, 
but at least you know where you are with it. 

Andrew Wilde, 

Chipping Norton. 


Don’t panic, Andrew — Windows 95 isn’t even 
finished yet and isn’t due for release until 
well into next year, so let’s reserve judge¬ 
ment about its ’games friendliness’ until 
then, eh? Admittedly, the news so far isn’t 
particularly encouraging, but it’s still early 
days yet. Rest assured that as soon as it 
appears we’ll give it a full test drive and tell 
you how it handles. 

SHUT IT, IMP! 

Dear PC GAMES, 

In response to Imp’s “The Net is for no-life 
saddies” comment, I have to disagree. I defi¬ 
nitely have a life, and go out with my mates or 
my girlfriend at least twice a week, but I also 
enjoy talking to people on the Internet. 

I’ve had access to a modem for over a year, 
and during that time I’ve made friends with 
quite a few people in different parts of the 
world. After leaving university where it’s very 
easy to have a good social life. I’ve found that 
it’s quite difficult to meet people who have 
similar interests to you, especially if you live in 
a small town as I do. 


I don’t think the Internet threatens com¬ 
munication on a personal level as Imp sug¬ 
gests, because when it comes to talking to my 
existing friends or my family, I’d sooner do it in 
person, or via the telephone or a letter, than 
over a modem. But the Internet is a great place 
to make new acquaintances because you can 
join forums which deal with subjects that 
interest you and exchange ideas with people 
who share those interests. 

I’d also like to add that in March I’m going 
to America to visit one of my Net friends — 
someone I’d never have met if it hadn’t been 
for the Internet. Typing in messages might 
seem a bit impersonal at first, but it can lead 
to genuine friendships. 

John Nicholson, 

Banbury, Oxon. 

Well, John, Bob Hoskins always says “it’s 
good to talk”. 

ovER-iMrra? 

Dear PC GAMES, 

I’ve been reading PC GAMES since Issue 1 and 
have generally found your reviews to be accu¬ 
rate and informative. I was therefore a bit dis¬ 
turbed to find out that in your latest issue 
(Issue 5) you’ve given four games (including 
Monkey Island 2 in the budget section) in 
excess of 90%. In fact, two of them (Magic 
Carpet and Little Big Adventure) scored 95% 
— that means they’re 5% short of perfect! 

What’s going on? Do you play the games 
thoroughly? And do you really rate them or are 
you taking bribes from the games companies? 

I think you should give some sort of guide 
to your marking system, so that it’s easier to 
tell what exactly the score means. In some 
magazines a game has to be absolutely 
appalling to score less than 70%, while in oth¬ 
ers 70% is reasonable, and it’d have to get 
lower than 50% to be considered deficient. I’m 
feeling very confused about the whole thing. 
Geoff Turner, 

Birmingham. 

Geoff! I’m shocked! Of course we play the 
games thoroughly — and we most definitely 
DON’T take bribes from the softies! When we 
were writing the last issue, we were aware 
that a lot of the games were scoring very 
highly. But what could we do? It just hap¬ 
pened to be a good month for great games. 

Understanding our scoring system is quite 
easy, Geoff. Basically 50% is an average, mid- 
dle-of-the-range mark, indicating a game 
that’s good points are equally balanced but 
its bad points. Anything getting between 50% 
and 69% is okay-ish, but has some serious 
flaws. Anything getting between 70% and 
89% is worth considering, especially if you 
like the type of game in question. Finally, 
anything that scores 90% or over should be 
considered an essential purchase. Got it now? 














Cheer Up! 

Everybody hates that dull time just after Christmas and New | 
Year. Well, it is awful, isn’t it? There’s nothing to look forward I 
to but endless turkey curries and month after month of atro- 
cious bad weather. 

We know this and we sympathise, which is why X 
you should buy the next issue of PC GAMES. You / 
see, we’ll help you to get rid of the post-festive / 
malaise by bringing a little bit of summer sun- / 
shine back into your lives. How? Here’s how... I 

© TUBE — Yes, on the coverdisks and the j i 

CD you’ll find a COMPLETE GAME written I J 

specially for the readers of PC GAMES by I M 

Bullfrog, creators of Magic Carpet and \ Jf 

Theme Park! It’s an exciting, all-action 3 D \ J, 

blast that you’d be a fool to miss! V f I 

(And yes, I know we promised you that Tube \ ‘7 

would be on this issue, and we’re sorry. Still, all \ 
good things to those who wait — think of it as a 
late Christmas present.) ^ 

© Massive, in-depth reviews of: Origin’s WING || 
COMMANDER 3, the eagerly-awaited space extrava- I 
ganza; NASCAR RACING, Papyrus Software’s iB 
superb-looking follow-up to IndyCar Racing; RISE OF \l 
THE ROBOTS, at last; and loads more. \1 

© We’ll be taking a long, hard look at Europress \ 
Software’s games creator KLIK & PLAY — will it really let 
you beat the software houses at their own game? 

© Plus there will be all the regular great features, previews, tips 
and other stuff that you’ve come to know and love. 




The best just keeps on getting better. 
February issue on-sale January 5th, 1995. 



















John Menzies 


In John Menzies computer deportments, if you buy any piece of software on any format - you'll get £5 off. You'll also find 
£5 off vouchers in all the magazines shown below. The more magazines you buy, the more discounts you can get. So, buy 

the titles, rip out the vouchers and cash in quick. 
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